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38 ERIIN IT AGAIN 
Ricky Eddy and Robin Candy don their black belis ai a quod Eiok-'em-up 


E) THE CRASH SAMPLER 
An intay card with full details plus seraentiote! 


45 THE BUDGET BOOM 
Ara cheap games good for you? Bamaby Page asks the big. ga A 


53 BREAKING INTO SOFTWARE 
dba rammer David Lester on how to get your software published = with 
information from the men Who choose tha games 


63 E CRASH HISTORY 
L RÃ judo Esq goes back to 1984 in the first instalment of-fhe complete 
DEy. 


91 MICRONET MADNESS 


Paul Evans introducas an otcasional column gn Spectrum comma 




















106 COMPILATIONS 


Faul Sumner sums up the latest complilations 





133 ARCADES 
Ben Stone and Tony Thompson get through a bagful of 10ps on the hot new 
coin-0ps 





REGULARS 


1 FEAR AND LOATHING 
Humter 5 'm getting married in the moming .. 
bear piranha 


33 LLOYD MANGRAM'S FORUM 
ioga E E Says-a reader. Oh nodt [an't, say Lloyd and several million 


30 ON THE SCREEN 
Those logo winmers in full from Mike D, King of tha skirting bosrd, inca 


extra-big gallery 


56 LLOYD MANGRAM'S PLAYING TIPS 
A Game Over map and all the POKES you can eat 





«) Minson goes out with a 


92 BREWSTER'S ADVENTURE TRAIL 


ie de cl do id The Labours EM 


103 PHILIPPA IRVING'S FRONTLINE 
ads cd po Pena Houndfiesos — plus the philgsophy pi revienina. andmakina 


111 BRENDON KAVANAGH'S PBM MAILBOX 
Ar in-depth look at Earthwood with a special startup offer 


115 JETMAN 
Hasp big lborny faces dealh . 


117 TECH NICHE . 
Simon N Goodwin looks in the Mira and-don Bates gets into chorus 


138 PREVIEWS | 
Go Through The Trap Doorand meet Fredely Mardestin Uoyd's looltonwaro 


145 ET AL 
Ete, adinfinitum, con brio, service compeis — all the odd' te: like that Mort. 
Ball in fulbana thes months viçieos 


- vetagain! Arch! 





“DoiIT YOURSELF | 





48 COMBAT SCHOOL. 
Win a Combat School arcade. game from Imaging and grab a look at. ne 
Spectrum version 


98 SUPER ACTION MEN & GIRLS 
ad She a ia and wir a tab Ha out at Super Action em 


139 WIN A BERK 
One cuddiy Berk up far grabs in a preview comp! 
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| Aa-tenn-shon! Right, list'm up 
| you disgustin' bunch of waifs 


and strays, the next CRASH will 
be on parade as from October 


| 28 80 | want you smart, tidy and 
| fraud for inspecshon! esfda 


Oh NE) Mangram get your "aii 
cut you 'orrible little man and no 
lagging behind! Hut, hut, hut! 
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CRASH GOES UP 


Straight from the shoulder then: 
sadiy we are forced to make & 
priõe increase in CRASH starting 
pext month with the November 
Issue, No 45, which wilibe 21,25. 
We know |! seems quite a stesp 
increase, but it should be seen in 
the light of the period oftime over 
which we have held CRASH down 
at£1, almost two yearsintact. The 
last increase was for the Aprl4986 
issue. Since then thare have been 
several severe rises in the price of 
paper which obeys an 

| intemational market law of supply 
| and demand - there a never 
enough to go round — plus the 
usual round ofincreases in printinig 
services, salaries and overheads, 

Tha increased use of full colour 
has also added to production 
costs, as has the greater number 
of specialist cominbutors who 
have allowed us to expand the 
areas covered Dy the magazine. 
So rather than put upthe price By 
a smaltermargin, and then haveto 
make further rapid Increases, we 
decidedto maka the rise sulicient 
to be able to hold the price for as 
long as possible — certainty for 
another 20 months. 

In terms of comparable value, 
we doubt that many other 
computer titios willhold back with 
price increases for very long, for 
they tão have sufiered escalating 
production costs. Since CRASH 
started, it has usually been the first 
to put up its price when absolutely 
necessary and the others have 
alwave followed within a few 
months. We-do hope you will find 
this increase acceptabia. 


SHOULD SHOOT- 
"EM-UPS BE 
BANNED? 


No, After the Hungertord tillings 
avarons here and thirgughout the 
industry was suddenty well aware 
af the violence in computer 
games: phrases inreviewsilke It's 
great fun shooting everything In 
sight took on a disturbing new 
meaning. 

And soon after the Incident 'an 
industry figure" wrote in Computer 
Trade Weekly that the 
commercial explottation of 
unnecessary violence |5 a 
prevalent theme both an the part 
of the games and magazine 
publishers”. 

wWehave reconsidered the good 
taste of whal we say n CRASH, 
and no doubt many software 
houses will do the same with their 


games. But the real thrill Of mos! 


shoot-'em-ups ISN'T the 


destructon, 15 the satisfaction of | 


skiliand coordination in a fast- 
moving game which might as well 
be hockey, After all, no-one taxes 
“killing “aliens” in 'spacecraf 


sernousiy... 


This is a subject to which we ll 
be returning as demands increase 
for censorship, or at least 
certification, of games. 


GNUDISM 


A sight reshufãe at the Towers 
(Mike Dunn was Gemanding a 
bigger desk and having to rent 
space off Nick Roberts ...)has 
meant newtitles for à coup! eof 


oldies: Roger “What? Me move 
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from mag to mag?' Kean and 
Barnaby Page. We're both still on 
CRASH — Roger is Editorial 
Director and Bamaby is Managing 
Editor. 

All that means is that day-to-day 
hassling — by software houses, 
readers, potential writers, 
whoever — shôould be directed to 
Barnaby and not Roger. (Pause for 
Roger to breathe sigh of relief.) 

peaking of potential writers, 
we are looking for a new copy 
asditor — someone who goes 
through everyone else's writing 
and cormects spelling, 
grammatical misteaks and, 
prepares it to for typesetting. It's 
not really a game-playing job, but 
if you're really hot on English, 
probably with A level at least, and 
you'd like to get into the 
production side of magazines, 
contact the Man Ed at CRASH. 


ONE OF OUR SUBS 
OFFERS IS MISSING 


H's not often minions make it onto 
the editorial pages, but a 

























to pieces, readjusted 















FX and GRAFFIX 


bedrooms (never the front); 


professionals. 






CRASH CHALLENGE — 
be a reader or a reviawer? 


duplicator. 


on sale Thursday 29 October. 
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FANZINE FILE — more from the sh 
another 


ON TAPE AND DISK — a faulty 


spokesman for Guru Denise has 
asked us to point out that a few of 


theUS Gold games in the Issue 44 


subscription offer have been 
delayed in programming. Sit tight 
and they Il arrive! 

Also, for technical reasons Taí- 
Pan and Renegade may be 
delayed if you've sent off for them 
through mail order, 


TWO |, BALLS 


|, Bali? was originally planned as a 
preview for this issue and only 
became a review very close to 
press date. By that time, da boys 
in design had already = imevocably 
— allocated it a place on the 
preview pages, and the page with 
the picture on R had left Ludlow. 
That's why there's a photo but no 
preview! 
inotherwords, itwas an error for 
technical reasons. (That's enough 
technical reasons — Ed Dir (Who s 
running do Pol 
anyway? — Man 
Ê ROGER KEAN 
BARNABY PAGE 


IN NEXT MONTES | 
CRASH 


INTO THE THIRD 
DIMENSION! 


Yes, it's true! We're always going on about 3-D graphics, 
| isometric perspectives et al, but in next month's issue, Oli | 
Frey goes three-dee with a vengeance. CRASH is giving 
every reader a free pair of spectacles with a green lens || 
and a red lens-—they'il be tucked inside the issue — through 
which some of Oliver's illustrations may be seen leaping 
off the page. Even now, his artwork is being lovingly pulled 
into depth planes 
| reconstructed to look real weird. Don't miss out on this |. 

truly awesome experience! To be there is to be 3-D! | 








and 


Indesd we are, always going on about 3-D graphics, isometric 
spectives, nice little tunes and raunchy explostons et aí. The film 
industry started off in back “bb the software industry In back | 
lms grew in sophistication until today 

experts are needed in fo FX experts, sound and music. Games 
| software production has also grown to the point where programmers 
| are no longer expected to do all the work. Next month we take an 
in-depth look at the software specialists — the new generation of 


edge of private publishing 


victim, but will the hapless person 
load, a damaged cassette, we take 


| our bits a plastic for granted, but just how do they get the binary onto 
tape or disk in massive quantities? CRASH takes a trip round a 


And that's just some of the exciting items in November's CRASH, 



















































Ocean's weird and wondertully way-out Wiz game 


132 BUBBLE BOBBLE TOA 
Meet Bub and Bob in Firebird's magnificent Taito conversion 


| 126 |, BALL 2 
The ball is back, bigger and bouncie 
HOT SHOTS 
75% and over .. . 
16  HYSTERIA 
Corky arcade adventure through time from Software 

















































17  MOONSTRIKE go 
Humorous shoot-'em-up courtesy of Mimorsoft 
21 ATHENA 
Warrior- cosaaaas of the arcades hits the Spectrum. 
| Bicidet balis from MAD 
27 | OCEAN CONQUEROR 
| Possibly the best submarine simulation yet from new Rack-lt 
133 SOLOMON'S KEY 
ERA Brain-tessing arcade game from US Gold 
130 MASKI 
Comio-strip licenca produces a good games! Shock! 
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129 + secos Silver 

18 How To Be A Complete 
Bastard'V gin Games 
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126 |, Ball 2Firebird Silver 
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How to be a 
COMPLETE 














Ade is the sort of person who loosens the screws from the handles of disabled persons tollets or markets 


Space Shuttle Jigsaw Puzzles. 


Inthe game he has successfully gate-crashed a yuppie party on the posh side of town and to succeed as 
The Complete Bastard he must incapacitate all the guests by the end of the party and light up each letter in the 
phrase COMPLETE-BASTARD. He must also build up as many Bastard Points as he can by extremely offensive 


behaviour. 


Now you can play Ade and be a Complete and Utter Bastard in this arcade adventure with split-level screen 


that's crammed full of absolutely tasteless humour. 
'Anything this horrible is bound to sell millions." Sinclair User. 


Based on the book ofthe same name (E) 1986 by Adrian Edmonson, Mark Leigh, Mike Lepine. A Virgin Book. 





Amstrad screen. 





Spectrum screen. 





| Name 3 - 


HOW TO BE A COMPLETE BASTARD is available from sll daring software 
ratallers or directly from us under plain brown wrapper, 


Plesso make crossed cheques or postal orders payable to Virgin Games Ltd 
and send to Virgin Games Ltd, 24 Vemon Yard, Poniobelo Road, London 
WI 2DK. 

PLEASE DO NOT POST COINS OR MONEY 

[| Commodore 84128 189.95) 1] Spectrum 48128 [E295) 

[1 Amstrad CPC cassette [E8.95] 





Address... 


Total money enclosed 





FODTBALL 9 CRICKET 


SPORT S SIMULATIONS FROM E& SOFTWARE (Established a Years) 
«SKILL... TACTICS...DECISIONS... STRATEG F...SKILL...TACTICS... 
cassio rategy Games packed eilh GENUÍNE FEATURES té alça them the most REALISTIO 


eae MASTER : A SUPERB SiMU- 
LATION OF ONE DAY INTERNATIONAL CRIÇRET 
day game — War, Wit 6 é Oui Coro 


* pgs pa Ri 
More adia ea 
Coreia “ Ro e MASTER SCORESHEETS 
a FOOTBALL MANAGEMENT GAMES ONLY T6.B5 EACH 


PREMIER |: A COMPREMENSIVE AND EXCITING LEAGUE “GAME - Can you handie al o! | 
Bus? — a o E Transter Market tal TCC LSCoa 


Eta Team and Substituta Sadectioe, Match Sutet- | 
Htc amos É Record Goal Stores, eam Morate (al saams), Trad da |, 


Seasons, Job Ofors or Dismissa based om you pertorianco Prior i iam 


EUROPEAN H : A SUPERE EUROPEAM STYLE COMPETITION — cer 47 
Eurógpean Ties! — Home 4 Am ae! 


Full É Shoot-oui | da 
Legs; Penalty | q 


Fros 

tes, Sendinç land MORE 
+ ptipe sa transar your PREMIER winning Side into EUROPEAN 

Both these GREAT games can be played separataly or as COMpanton games 


ai :A COMPLETE A AND EXCITING najaê ue SIMULATION Tahes | 
se po Ri aber mad ga pre ! 


à a E Aloe. Disciplmary Tabis, | 


Printer Game, 


includes a comprehensovs lã Goal Times à Rod. seria NamediFenorded 


Goal Scovers, Pepe Eng OM, Penaliãs, Comer reu MORE! 


All games tor ANY 48K SPECTRUM, su led on 
with full Instructions and price inclui P&P. 
AT VALUE —- Any 2 Games Deduct £2.00 from 


total 

Fi VALUE — Any 3 Games Deducl £3,00 
65.00 from tota ingados — Buy all 4 Games Deduct 
These games are available by MAIL ORDER ONLY 
via our First Class dora AR are available for 
IMMEDIATE DESPATCH by ist Class Post 
and are securely packed. 


From: E &J bip Room 3, 37 Westmoor Road, ENFIELD, 
Middiesex ENS TLE 


ks, Goal Times, injuries, Bookings, Disutownd Gosis, injury Time, Penal- | 


P- Willitsell at a new low price? 
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ONLY THE ENGLISH weather can 
“tuminjustone week from being so hot 
your skin goes red and peels at the 
| slightest exposure to this shivering, 
preyautuml t's at times like this your 
mind turns to thoughts of somemwnere 
hot — tropical even. And no, | don't 
mean The PEW Show! We'll come to 
that later, 

Nor am [talking about Bangkok, 


which is where | shoutd be at this very | 


moment in the company of a pack of 
jetagged journos out on the spree — 
courtesy of System 3, which was 
lnoking for the only place in the world 
notto have heard of Andy Wright to 
uneh its Thai-boxing simulation 
Bangkok Knights. 

Actually | was down torthis last jaunt 
Hi pulted out, if not quite at the 
eleventh hour certainly some time alter 
News At Ten, and Em sure you'll took 
upon it asa gross dereliction of duty 
when [teff you the reason. | tried all | 
could to provide à substitute but my 
erstwhile compatriot, Leste E, is still 
missing in action, held by a fanatical 
sect of Dragon 32-owners somemhera 
on the Cardift/ Beirut border. 


the Minotaur and a lot more old bull 
besides, taking a rather belated 
honeymoon. After all, it's a full four 
weeks since the wedding and | reckon 
Madde deserves some sort of reward 
tor putting up with me so long. For the 
next forinight the last thing Fl be 
thinking of is software = because it 
seems that tor the last four weeks 
software 15 al l've thought of! 

We got married on the Friday = and 
| can heartihy recommend this age-old 
nestitutton to anyone considenng it = 
and spent the weekend relaxing. Then 
ón Monday morning seven kinds of 
demons broke loose, the phone started 
ringingatê.30 and itdidn'tstop allday. 
Since then life has been unbelievably 
trantic, hectic and-all-round wall 
crawlingiy Crazy! 

Which brings us to the topic | was 
trying to follow this month, before | 
somenow got waylaid, You see, | 
thought Ermght talk about whatit's like 
being a freelance journalist. Try to get 
tothe nut asit were. Only [mnotsure: 
that | can capture the sheer lunacy of 
spending two-and-a-half hours ontrains 
toconduct a Q-minute internew which 
nas to de sent to Ludlow by Red Star 
the next day! 


somewhat fred.. 
a fice calm meal with no hard sell has. 


Most of thus pante is for THEGAMES 
MACHINE, which is going to be so up- 


“ to-the-minute that Graeme Kidd will still 


be printing copies with the Newsfield 


John Bulioutfitonthe-standat The PCM 
Shou. 


It's exhausting, chasing exclusive 
after exclusive, knowing that for every 


| extraminute you spend taking a peek 


ata Christmas game you Te golng tab be 

late for your next appointment., 
Whichis why it wasa drop of calming 

oitonthe troubled waters when the 


| phone tang and it was piranha-keeper 
Helen Holland, wondering if she could 


take me to lunch, For a moment | 
wondered what London Zpo's 


 caquarium could want with me . 


maybe im the only thing in captivi ty 
more voracious than those evil small 
finned gourmets! 

Then | realised Heien is PR person 
for Piranha software. Too many months 
In this game and'the circuits become 
- but lhe promise of 


asvothing effect, Also, Helen hails from 


Bolton, and we Northerners muststick 
the | together. 
So instead 'm off to Crete, home of | 


Piranha 15 about tó move out ofits 
present broom cupboard into 


“something more spacious, and about 


time too, l've heard of concentrated 


| activity, but the only way you could get 
| more work going on in thatroom woutd 


be to pump out the air! Still, there was 
raom for a monitor at least and Helen 


| Sat me down in front of it. 


Okay, so the Piranha people have 
made a Boo Boo. They've also made a 
Togi and some extremely jrate 
picnickers. Yes, lhe game was an Early 
version Of Yogi Hear — sadly not the 
Spectrum one = and it looks rather 
addictive, 

Boo Bog's been kidnapped so t's Big 
Bear to the rescue, lzaping streamis, 
dodging snakes and running from 


Vcs dão across 200-0dd screens, 


Certainiy on the Commodore the 

ei everything you could wish 
or, let's hope they can capture those 
cartoon sprites on the Specey, 

The company's making quite a thing 
otcartoon and comic tiedns. Ás wellas 
Judge Death, they've-signed up none 
other than the legendary Roy Of The 
Rovers — the golden boy who's never 


| needed handbal! to win a match! 


Heten told me about visiting 
Fleetway, the publishers of Roy's 


| exploits. She was greeted by one oithe 


big chegses there, who proceeded to 
apologise for Roy's absençe. 

But away they go to lunch with Helen 
thinking no more about this cute little 
touch, 

After their repast they return to the 


| offices wherebig cheese comesto her 


withanapology: Roy nipped inand was: 
sorry that he couldn't Stay, but he 
signed a book for her. “Oh ave, thinks 
Helen, a womar who recognises a 
footballing wind-up when she meets 
one (she's obvious!y seen Bolton 


| Wanderers play!) She notices a couple 


of pictures of Roy. Could he sign these 


4 | for me ton? she asks, all innocentiy. 


What follows goes to prove that the 
word of comics is even weirder than 
the world of computing The big cheese 
shouts Hang om-a minute, Roy, then 
scuttles outofthe office to see ifhe can 
catch him. Catch him he does, retuming 
with two signed-photos for a totally 
befuddied Helen. After all, Ray Is justa 
fichonal character — isn't he? 

Perhaps not (or is it just that 


ER E ES Pecados Helen | 


hopes he'll be making a personal 
appearançe at The PCM Show, along 
with a big, blue Berk = and she wasn't 
referring to me, but to the hero of 


Through The Trapdoor, 


Helen's strangest mission for the 
show was a raid on MAS to buy two 
dozen pairs ot Yogl Bear boxer shorts! 
What strange images of bizarre orgies 
went through the assistant's mind as 
she cashed them up? 24 men, stark 
naked apart from the shorts, with Helen 
in Jeliystone Ranger s uniftorm spurring 
them on to greater pleasure with the 
promise of pickernick baskets? |s this 
ihe sort of work a nice Boltonian lass 
should be doing? 

Thus is Helen's first PEW Show, and 
she's sensibly booked a holiday to 
follow, She'll need it. The only way to 
survive those five days of hell and 
horror at Olympia is ta have the 
promise of a long rest afterwards. 
Erther that or follow the Mirgon advice 
and stay in a state of temporary 
psychosis, developing into comatose 


| babblmeg stupidity for the Sunday, 


|know that by the end ofthe firstday 
my feet will ache, my voice will be 


- Rgarse and myowrist will feel like It's 


been playing Myper-Sports nonstop 

from so much pumping ofthe flesh. But 

would | miss it? Not on your life. Pain, 

agony, ctaziness — yes, that sort a 

sums up freelance journalism. An 

guess that's why | love it! 

Yours in suntan oil and ouzo 

HUNTER S 
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Hey Hey Hevl 
Are vou smarter than 
the average bear? You 
need to beto get out of this 
one. Boo-Boos been bear-napped 
and must be rescued before 
hibernation time. Hunters, mooses, 
vultures, bees, caverns, gevsers as well 
as good old Ranger Smith are 
determined to stop vou! 
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Berk is back! 
Now you can actually 

explore the dark and nasty 
regions for yourself as vou try 

to rescue vour friend Boni, 
trapped in the murky depths. 

Blong the way all sorts of creepy 
critters willtry to spook vou in exciting 
arcade action! 
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The Royal 
Family as they have 
never been seen before! 

This is your chance to work at 
Buck House — as a menial 
manservant. Your job |s to cater to 
the residents' every whim, but you'll 
need cunnina strongnervesand quick 
reactions if vou are going to avoid a 
nasty ena, 





Melchester 
Rovers is under threat 
of closure from greedy 
property developers. On the 
eve ofaspecial celebrity match 
Organised to save the club, Roy's 
team mysteriously disappears. 
Unless he rescues them he may end 

up facing the opposition alone! 


| HERE LF tita 
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SOU EIDE AIN 


Megacity |s 
being terrorised by the 
Dark Judges — Death 


himself and his cronies Fear. 

Fire and Mortis. They are 
dedicated to putting an end to life 
itself. As Judge Anderson you stand 

alone. Only your psychic powers and 
blazing gun can save Megacitvl 


i Nm | E qu PSY PS f FP dr 
HT RL ETA EA 


' EE fera j [rca [RÉ fair 
mod peito do dem a da k 
pa ek j al 


Powerful, 
manoeuvrableand 
deadiy the Gunboat under 
vour command carries the 
most lethal waterborn weaponry 
to date. Deep in the complex maze 
of fjords and canal systems are your 
targets — huge submarine pens. Your 
mission — to seek and destroy! 
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Strap on your famous 

475 WILDEY 

MAGNUM, turn your- 

selfinto a one man 

fighting force armed 

with pump action 
shotgun, machine gun 
and rocket launcher. 
Now turn the tables on 
the punks and creeps . 
who certainly know how 
to dish out the violence 
but may not be so good at 
being on the teceíving end, 


SPECTRUM 48/128K 


Cassette Li. EH 
MSX cassette £7.99 


CBM 64/128 & AMSTRAD 
Casserte E9.99 Disk £ 14,99 


so oENH WISH 3 


The big screen classic, in 
which modern day vigilante 
Paul Kersey wreaks his own 
form of revenge on the scum 
and filth that terrorise the 

streets of modern day New 
York. For too long the gangs 
have run wild, un- 
challenged in their peverted 
attacks and violations, of 
innocent citizens. i 
Mugginas and robberies 
have become a daily 
feature of city life. So 
-“yhen the chief of police 
turns a blind eye you 
decide to take over 
where the law left off. 


Cd 
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So you'd better do it to them 
before they do itto you. Using your 
multidirectional capabilities you 
can help your attackers over the 
edge with a deft push or two. And 
you eam points for each globular 
geek, boisterous bee or overted 
orb that you pack off. 

You can also increase your 
score by carefully nuzzhng points | 
beacons toward the edge of the 
void = and protect yoursel by 
collecting features such as 
strength and jumping power. | 

The jump feature can be usedto | 
isap to platform islands separate 
from the main grid. Think before | 
vou leap, though; the weight of 
your landing cracks the delicate 







Producer: M.A.D. 
Retail price: £2,99 
Authors: Binary Design 


[ fer a hard day fiving a 
spacecraft, the last thing 

you want to do is fend off à 
succession of jostling alien jerks. 
But that's what you've got to do in 
Motos if you're not to be sent 
| toppling from a series of grids in 
space. Stray too close to the 
platform edge, and any untriendly 
nudge vou receive can end one of | 
your five lives, 































Push a few aliens into the deep ravine of space = but don't forget to collect 
the power pill! 

























MIKE 


““ Motos is really fun, the sort of game that needs absolute! | 
instructions or story line to make it really enjoyable. The colour | 
Às excellent, the sound pleasing; if only all budget games were | 
this good... ” ; A | 














| Component squares of the grid, | 
and f you hit them again they'|] 
disintegrate, leaving you to an 
unpleasant, deadly fate in space. 

A feature can't be used on the 
screen where it's collected = ithas 
to be saved for later screens. And 
Of course features also use vp | 
energy ... 

The grids across which you 








SBEN 
“Why on earth should 
Mastertronic want to license 
such an cbscure coin-op? 
Still, Motos isn't bad — it's 
well-presented, and there 






pd roa game inca do! na mori! | 
É the 128 tunes enhance the game | 



















re aligns arrive on the screen. Motos 
with à sense of pure fun. ” a, 


STM 


















TA |, : 

DO skittor are eventually attacked by 
A RA rains of shooting stars and ridoled 
pat E with holes. You can push the 
pestering exiraterrestrials into the 
gaping chasms - but remember 
you can go the sáme way. 

Motos is a conversion from tha 

Namco arcade game. | 








COMMENTS / 


Joysticks: Kempston, Sinclair 
Graphics: simple but well- 
defined Ê. 

Sound: reasonable FX, 128 







| | [Eme | 

| Options: choice of mono or 
| | Colour display 

| General rating: Motos is a 
| strange licençe = but it's 

addictive and fun 
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Producer: Software 
Projects 

“Retail price: E7.95 
“Authors: Special FX 


Ga omewhere in the miste of 
= a time and space, someone is 


Pchanging our future by 
Br our past. An extinct 
primeval entity is being 


| summened through the barriers of 
time by a fanatical sect whose aim 


power. 

You are the sole survivor Of a 
once-elita time corps, and you 
have been summeaned to destroy 
this evil threat. The battle takes 
place ina once-thriving small town 
in the middle of nowhere — where 
there's a big problem. The locals 


“ Hysteria is the right name 
for this game, it's so 
frustrating when you get 
Savagely killed. The game 
layout is very similar to 


Ghosts 'n' Goblins and the 
colour serolling works quite 
| well despite 


| occastonal 

| clash. The gradually 
disappearing bust which 
shows your  remai | 
strength is a neat idea, like | 
the icons. Hysteriaisa su 
game with plenty of a 


tê CRASH October 1987 


pa Graphically superb 
with 


| characters, Hysteria is an 
| addictive and playable game. 


| well 


“isto disrupt the future balance of | 





| the weapons don't last very long, 
| though.) 


| level — which sometimes fire at 








some 


well-animated, | 
detailed 


The screen display seems 
thought-out: there's 
never any confusion, 
whether you want to know 
your energy level, how many 
more pieces to collect, or | 
whatever. Though Hysteria | 
doesn't offer a long-term 
| challenge, certainly 
provide a lot of frantic fun for 
ca while, ” 
80% 


aren't all that keenontime wamiors 
and time lords, and they tend to 
get a mite upset at the sight of the 
ESPN scart and the police 

OX. 






and among your heavy armourand 
weapons you have à revolutionary 
energy-conversion kit that will turn 
harmless mortal objects such as 
lemons and worms into 
ultrapowerful weapons. (Some of 







you. Destroving a bust eams you a 
| piece of a special jigsaw puzzle; 
collect six pieces of the jigsaw and 
an evil being becomes visible. This 


The evil conspirators can be 
unveled by destroving hostile 
busts — different ones on every 











> From thestrange primeval mists of time and space comes à hormifying threat 
- sounds like Cam on a Monday moming 


e. BLA. NT " y 
Pe “BESS a ' 





ps - pisa F á 
Fqua: E SESMT rt 
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But your mission is essential, di a ea SAE E EO qto E fo NENE 
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| be Words fail us as another huge end-of-level monster approaches... 





terrible entity is then forced to 
attack you = and this is your 
chance to weaken the monstrosity 
and repel it before moving on to 
another era and another enemy. 


“ At first | was well put off by 
Hysteria's rese nce to 
Cobra. Basicalk it's like the 
Ocean game tarted up with a 
few extra features; the | 
graphical style, the sound 


| and'the feel are all rigitias 


But the gameplay has been 
changed, ifnotior the better, 
and Hysteria is good fun-and 
probably will ba tl | 
complete it, " 


— [COMMENTS | 
Joysticks: Cursor, Kempston, 
Sinclair 
Graphics: well-defined and 
colgurtul 
Sound: a couple of tunes and 
oii 
Options: definabla keys 
General rating: a good 
Cobraésque game 








Producer: Mirrorsoft 
| Retail price: £7.95 
Authors: Binary 
Innovations 


PS Humphrey  Bogus, 
mm inventor of the digital tea 
bag, said something rather 
unpleasant about your 
grandmother. Seated in a 
multidirectional space craft, vou 
begin e cruise of death over a 
verticalhy scrolling lunar surface. 
This moon world is encrusted 
with craters and enemy bases 
from which come a stream of 
invulnerabls blast molecules. 
These circular particles compete 


features such as light bulbs, 
bombs with rotating tails, and 


a game of this 





Fou're out for revenge after | 


with numerous other destructive 


|| “ The graphics are fantastic, 


getting better as vou 
progress from level to level, | 
and the animation of some of 
the nasties is well done and | 
very 
Lgnitors the mai 

pi n 
Crortdro The cnh thing 

tio Pan | 
| your ship moves too slowly 
and so penta bombs 

frustrating. 


smooth. general 
is very similar to 


becomes 
| DULI a air Oo spad. E 





spinning boulders to blast your 


into 
mora 


vehicia 


fragite SDace 
doing 


insignificance, 


vertically scrolling shoot-'em- 
t appeared on the Speccy | was 


improvement in quality or gamep Originality (or 
aside, Moonstrike is boring; it's tão too difficult 
slowiy o bo appeal Bt dh graphic, é game 5 redoenino 
spp cd g game's | 
| ia onthe landscape is amazing. 
| There aro à few nice touches - = look out for the Mona Lisa! if you 
on the shelf already Moonstrike is 

but others are just that bit more playabie ... 


in db e broa 





b- Clear granny's name and launch into Moonstrike 


PP More digital tea-bag trickery 


damage than Arthur Daley could 
ever repair. 

Approaching hazards must be 
avoided, or destroved:; and lunar 
bases can 
accurate fire from your blazing 
blasters before they send too 
mary obnoxious weapons in your 
direction. 

Wipe out these perils and you 
gam points — but if they pierce your 
craft's vulnerabie protective skin, 
you lose one of your three lives. 

Watch out for the Mona Lisa on 
the third level (though even she 
can have her enigmatic smirk 
removed by a sudden 
decapitation) and deal some 
irevocable blows to the smug- 
looking smilies (yknow, those 


hippies wear). 
Moonstrike is the first game to 
use  Movisload, a system 


Tx x Tx pe Y 


Nr pum, | 


1 IX (MMA A ti 


E tudos 





be taken out by | 


horrible happy badges that ageing | | 

















HIGH 


SCORE 






developed by Mirrorsoft which 
displays changing text and 
pictures while the main program is 
loading. 










RICKY | 


“The  Movisloading of 
Moonstrike uses humour 
reminiscent of The Hiteh- 










Hiker's Guide To The Galaxy, 
but it's just as well there's a 
normal loader too; the new 














Joysticks: Cursor, Kempston, 
Sinclair 

monochromatic — 
but a autitulhy detailed, and 


large 

Sound: good tune and typical 

pj A FX 
General rating: a super shoot- 

'em-up with à humorous edge 
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Producer: Virgin Games 
| Retail price: E7.95 
Authors: Sentient 
Software 


worst in this adaptation of 
With all the decorum of a herd of 
psychopathic wildebeest, you 
manage to gate-crash a fwightfulhy 


havoc. 


be rotated to show a further 


aspect. 
This offers vou the great 
opportunity of thoroughly 


searching other people's furniture. 
Behind the closed doors cf 
cupboards, units and wardrobes 
lurk sveryday items that in the right 
hands — your hands - can cause 
aggravation, irmitation 


Midia mes 
Dracula, not a 
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ma re YOU a complete. 
bastard? You can try your 


Adrian Edmondson's Virgin book. | 


vuppie party and proceedto wreak | 


A split screen shows wo views | 
of every room you enter; either can | 


and | 
mutilation to any unfortunate inthe | 





you q uito eia 1 ten game should 
| appeal but horo' a lotinR nat cou ON Rindo oltond ASR 
Fine ri cai carried a 15 Certificate 


then, aurehy this should bo subject to cort 


HOW TO BE A 


isiobba e 


“ Coming from the people who did Tai-Pan, one of the 
serious games this year, this is a shock = and it sho 
- There are a few nice features, 

're neat they don't 


COMPLETE BASTARD 





most 
uld have been 
like 
pe api De 


nani How To Bê à Complete boba a Edo 


Nipper, with lots of E 


nausea and bad taste — H's fun to 


play for a bit, but | doubt you'll come back to it. 


vicinity, Any two objects can be 
camed at once and examined at 
will, but how you can use them 
depends on how drunk you are. 
Your body is one great factory 


| Of noxious gases, fuelled by what 


you eat and measured by a 
Fartometer; these fumes, 
delivered with all the grace you can 
muster, Clear rooms of quests — 
fast. (Take care near naked flames, 
though.) You are also linked to a 
amellometer registering a general 
level ot BO which, for a true 
bastard, should be high. 


pegos Edmondson's. 





HOW 





Drink is readily available: extra- | 


strông lager intoxicates you 
quickly, as shown on the 
Drunkometer, but if you drink too 
much the display begins to spin 
weildly. 

Check your water levels on the 


Wegometer and go. go go while | 


| you can, Leave things too long and 
an unthoughtful Nigel or 
oamantha might have occupied 





| Sober yOu up: so can medicine. 


+ offering information and providing 
| the opportunity for a bit more 

















the loo, But you. could go 
elsewhere, couldn't you? 
Limitlass supplies of coffee can 


Other liquids should be avoided if 
you want to stay alive! 

The vuppie guests provide the 
ideal opportunity for vou to 
engage in highly -undesirable 
conversatiorns. Push them hard 
against obstructions and they'll 
find it hard to resist your charms, 


mayhem. 

ach of the unpicasant actions | 
you commit eams you Bastard 
points, but other things are | 
























considered very gire, and must 
be avoided if you want to kesp that 
total high. H your unpleasant 
activities force the yuppie guests 
into leaving letters making up the 
phrase OMPLETE-BASTARD' 
o up. The game is finished when 

of these letters are illuminated, 
by which time you'll have the place 
to yourself. 










Presentation 
Graphics 
EPE) 
Addictive quafíities 
OVERALL 
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A program by 


Featuring 'REFLEX 


spectrum 48/128 Cassette £8B:99 
Amstrad CPC Cassette £9-99 Disc £14-99 
Commodore 64/128 Cassette E9-:99 Disc £192-:99 


Produced by 


Martech |5 the registered trade mark of Martech Games Limited, 
Martech House, Bay Terrace, Pevensey Bay, East Sussex ENQ4 GEE 
TRADE ENQUIRIES WELCOME. PHONE (0323) 768456  TELEX: 878373 Martec G 


Available from all leading software retailers or order today by mail. 
Prices include postage and packing plus VAT. 


Salne (1 Fleetway Publicatóns 1987 

























Producer: Ocean 
Retail price: E7.95 
Author: Andrew Deakin 


Qi) oluptuous Athena, goddess 
te , of wisdom — worra woman. 

| WW Tired with the everyday lite 
| of Cleaning her heaavenhy home, our 
bikini beauty decides if's about 
time she got involved ina bit of the 


old heroi dealings. 50 0H she sets | 


to battle her way through six levels 
of forest, ice, land, sea, sky and 
heil. 

Our heroine is no dumb blonde 
- this girl can jump, duck and run 
through these strange multilavel 


| “ Athena is definitely not for 

| the arcade novice = it's an 

“excruciating challenge to 
beat, through level after level 
ofmadcap violence. Inseded 

“al Athena's 15 lives to 
Survive 


the: first three levels! 
Gi good and 
Athena ig 


Morta for lana E tio 


original and all hardened 
arcade players tr 





“ Wow! Athena has all the ncriiida SOU MERDA nado 
though it's a bit too hard. The shading is excellent, 


“adventure, 








“ Athena could have been 
very good = with rigorous 
playtesting. But as it stands 
the game 5 unplayable and 
unappealing. The graphics, 
small but neat and nicely 
animated, go a long Way to 
redeeming it, though they do 
flicker occasionally. The 
sound is also well above 
average, with loads of. ood 
tunes and atm IC 
effects crammed in. But 

ud] have to look elsewhere | 
ra decent heroine ... * | 





arenas, facing perilous odds as | 
| bizarre beasties attack her. Peanut 


men advance, demons close in, 


apples fly through the air, and | 


armadiltos swing into action. 

By giving a good kicking to the 
first Dad quys she meets, Alhena 
can gather their weapons ana, 
armed with perhaps an axe or a 
ball and chain, move on with a lítle 
more confidence. She scores 
points for every creature she 
thumps to death, 

Our dynamis damse!'s 
weaponry can also be used to 
demolish the rocks and blocks 


arcade 


and there are some reaily lovable characters =| liked the hooded 
“ghostand the bia-nosed ogre. This is simply an Egg 








e 


[Um no soppy gírie, I'm Athena and Em about to shove à monster off this 


mortal coil... 


that make upthe landscapes, This 
reveals some useful objects for 


àthena's arsenal - and some 


deadly ones, 80 look out, Athena 
can also collect wings and fins to 
speed her on her dangerous way, 

Hut the beasts reduce Athena's 


| | thefirst five laveis, you can 





[Re 
wu milrã 


HATE 















te force (you knew there was a 
catch), and she has only five lives, 
To restore her vitality, the 
curvaçeous fighter can destroy 
roses, which release colectabla 
hearts. 

The goddess with gumption can 
leave cach workfby battling past a 
large and mighty sentinel, but 
wimps are advised to seek the 
other exit. And hurry — on each 
level a time countdown limits our | 
heroines's scope for sloihful | 
perambulation, 










































PR Eros Kempston, 
Sinclalr 

Graphics: smail, neat, but. 
manochrormatic 

Sound: lots of imaginative 
effects and tunes 

Options: if vou die on one of 


continue from the same point 

witha new setotfive lives (the 

clock carrias Om, though) — up 

 toil5extra livas can ba 
wangled this way 

General rating: a challenging 
arcade conversion with plenty 

oi depth 
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/ f you: were a wizenéd 
Wizard witha magical Eod 
au 
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PLI DIESE Sos | feiuo Eisomeohe led do bum à 
bSkO HI 1 Dodo  Choosing a weapon in the Wiz-tap MM | ne monachrome, wouldn't you? 
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ofthe bouncing transporter. 





pLy DODODO 





e Wizball floats on in : 
à search of a little 
local colour 










Producer; Ocean 
Retail price: £79S 
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Producer: Code Masters 
Retail price: E1.99 
Authors: the Oliver Twins 


our stomach's full of 
butterfias. but now it's too 
"late, you're sitting ina Grand 


Prix racing car and the green start 
| ightis just about to flash. With the 
strident countdown still rumbling 
in your ears and the smell of 
scorched rubber and the tang of 
hot oil Burning in your mostrils, you 
blast away from the start. 

In'this simulation, your car must 
be taken successfully around a 
0] series of 14 circuits, shown in 
DO bird's-eye view. As you carefully 


ED] accelerate and decelerate around 


| the track, negotiating bends and 
à avoiding obstacles such as 
bridges. careful steering is 
essential - misjudge a comer and 
you could go spinning off the 
tarmaãc. 
O A clock shows each car's lap 
] time, and after the race you're 
ranked as a fair' driver or a 
master. 


When Grand Prix Simulator was | 


released for the Amstrad CPC this 
spring, Activision alleged a breach 
of copyright: the Code Masters 
game was too similar to the coin- 
| Op Super Sprint, Activision said, 
per out that t owned the 
nãe to that arcade game. 


“Grand Prix Simulator is 


0 “Gra 

à terrible. If you can actually find 
à your car = not an easy task, 
especially on a badly-tuned TV, as 


PO it's only about four pixels long — | 
mm | then there's about ten minutes of 


interest here. There's certainly 
none of the addictiveness of a 


ços racing game. " 


| 6“ Ever wondered whatit's like 


| to race in a Grand Prix? H not, . 


this is the game for you bacause 
Poride Grand Prix Simulator 
WON'T show you what it's like. 
The graphics are ultratrash, 
except for a bit of decent 
drawing on the borders; colour | 
is badly-used because all the | 
racetracks are mostly green and 
there's colour clash when you 
go near a barrier. Between 
ams it sounds as if Donald 
inden has been bribed into 
doing some digitised speech, 
This won't be worth buving, 
even to the | car-racing 
enthusiast. ” 

NICK 46% 


O “io listened to too much hype 
about Grand Prix Simulator = now 
Um very disappointed. The game 
ts fidaly to control and has little of 
the addictivity of good arcade 
racing games. The characiers are 
small — because the “car window' 
screen is. But the speech is OK, if 
not quite up to |, Ball || standard! 
And | wouldn't be surprised to ses 
this shoot to the top af the budget 
charts very soon — take your own 
risks..." 

RICKY 41% 


Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: colourtul but small and 
poory-animated 

Sound: good tuna, but the car 
engine sounds like it's about to 
Size Up | 

Options: two simultaneous 
players, definable keys 

General rating: a below-average 
race-driving simulation 


&- Vrrroooom! Racing round the Grand Prix track = watch out for blood on the 


CRASH October 1987 





Riso onaperteno 





Producer: M.A.D. 
Retail price: E2,99 
Authors: Paul Hargreaves 


ong before a Reliant Robin 

had ever broken down qn 

the M25, the Miracle 
Engineers had planned and buik 
the crystal roads that led across 
the planet Plexar. 

Now the Miracia Engineers are 
long dead and the. primitivo 
Plexarians have taken their place. 
Unlike their sophisticated 
predecessors, they arm a 
supersttious race who send 
victims along the crystal roads to 
appease mystertous deities, 
Faw retum from this voyage = but 
as a chosen 'volunteer, can you 
survive nº 

Your journey is made up of two 
stages: the crystal roads 
themselves, and the diamond 


| tricky when the track is Upside 


excitemen 





ow 

| ." o > 
os o 
mt Cas 
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| forward 


did 'Is the gameplay as 
que, as the preto 
es, Plexar is very playable, 


and despite the obvious 
similarities to au Ed 
kept me é tued- jo, Control 
for a good pes ont ontrol s 
easy, and the gamepiay is 
just frustrati 


| make sanar Ea complete | 
just one more level. . 











towers where the roads meet and 
interconneet, joining continent 
with continent. 

Each road consists of a series of 
interconnected squares, some of 
which contain lethal things that 
can end your life on the spot, 
Others merely offer the unusual, 
useful or hindering, sending you 
shooting sideways, taking yOu on 
a helicopter ride, propelling you 
across dangerous 
squares, or making you skitter 


instance Plexar can 


“down, but it all ea 1 to the 
80% 





SATITrIrITiTiTTrIcIrarosterrier nn! 


PS a ai a um mm 


sz 1 BR 


| places, full of 
| unidirectional 
| | and again, shiverin 


“pulsing jelies an 
walls, 








> Blazing the tralls in the third section of Plexar 





randomiy between squares. 


you've successfully navigated 
this roadway without too much 


| mishap, you enter one of the 


diamond towers. These are weird 
complicated, 
vertically scroling mazeworks of 
conveyor Delta, 
areas which simply vanish now 
colonies of 
obstructive 


And in the towers are found the 
patrolling servicebots that drain 
your energy at their every touch. 
To protect your meagre reserves, 
leap away from the approaching 
mechanical embraces. 


: 


TARA) 


+ 





| monochromatie 





A peril port at the top left of the 
screen changes colour and | 
sigrnfies when danger is imminent. 
Heed its waming well if you want a 
chance of survival —- and never 
forget that against all this is the 
relentiess countdown of the clock. 


“ Qn reading the | 
of Plexar | was expecting a. 
run-of-the-mill maze variant. 


pis 


"colouriul | backgrounds 


| disguise this. Plexar is very, 


simple 
'playable, and it's surprising 


| en a “7 ni ii cad 


| ef features appears 

| on the later levels, where a | 

| new dimension is added to 
bd game-notoniyistherea | 


maze on the ground, 
ere's also one above 
| has to 
again MAD. has come up 
an outstanding game -. 
getit as soon es you cam. + 


but 


/COMMENTS. 
ticks: Cursor, Kempston, 


-s: excellent; mainly. 

menberranate: decorative. 

ont o ds spiri | 
nothing in 

Genera dd 








Presentation 
Graphics 
Plavability 





Addictive qualities 
OVERALL 
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Producer: Rack-lt 

Retail price: £2.99 

Authors: Lajos Palanki, 
Peter Vitray 


a cing the Captain Birdseye 
| p É oi: with a lot of hairy sailors 


Lais 


ocean waves ma not be 


everyone's idea of 


a wet day's work, 

às Captain, Rear-Admiral, Vice- 
| Admiral, or Admiral — the choice |s 
vours — you're at periscope depth 
|-and intent upon destroving four 
convoys, each consisting of a 
| freighter and two destrovers. 
These are supplying enemy troops 
based on Islands in the region, and 
should the supplies get through, 
you've lost the war. Destroy your 
anemies and return to dock within 
18 hours and you're the victor. 


A variable 
periscope occupies the top of the 
screen through which view 
approaching 
destrovers, drillin ros, 
lighthouses, and islands are seen, | 
As an added difficulty, fog may 
blunt the periscope, but the radar 
and sonar displays provide 
essential information on nearby 
targets, and further aid may be 
called upon = a map shows 
convoy coordinates and those of 
docks. 

At the  screen's 
indicators further enhance your 
navigational capabilities by 


“ As a simulation, Ocean 


Conqueror appears 
accurate. The graphics are | 


but they're RE 


| | attractive. Piratogy Às 
| ld part of doing roi 
| though th 


| o e 
| daunting at 
understood the 


ar o is | 
pretty easy to not 50 
ga succeed in, though! 


worth | 
your | 


5% 


likable game, 
peteca ad tor 
collection. ” 








Ma” while travelling beneatihthe | 


un = but df | 
you're a submariner then it's allin 








magnification | 
e Searching for a yellow submarine in Ocean Congueror 





freighters, || 


centre, | 


quite || 
far from visually stunning, | | 
asd 


showing the level ot water beneath 
the keel, the directional bearing of 


| the craft, its rudder angle, speed 
| of climb through the water and 


velocity. Seeing as how the latter's 
maximum ts anipover 20 mph, it's 
thoughtful of the programmers to 
have avoided tedium in long 
stretches of empty water by 
allowing travel inaccelerated time. 

Diving and suracing is 
regulated by ballast tanks which 
contain either compressed air or 
water, so that the sub rises or 
sinks.  Compressed air is 
produced by an on-board diesel 
motor, (which also recharges the 
subs  batteres). If there's 
insufficient air for the ballast tanks 
then the sub cannot elevate to the 
surface. 

The sub's arsenal comprises a 
stock of forward firing torpedoes 
and antiship missiles which can be 
launched and guided to targets in 


Ri [ROBIN | 


“ Ocean Conqueror is in a similar vein to Hewson's simulation 
release Evening Star (reviewed on page 28) in that it takes a while 
before you can actually get anywhere. 
ali the controls in detail but this doesn't seem to help that much. 
| spent ages just figuring how to get out of the dock. Once that 
initial frustration is overcome the game improves tremendously. 
Graphically it's nothing amazing, 


The instructions explain 


but the 3-D graphics are 


affectiveiy used for islands and other objects. It's tricky to get 
into and potential bu 

own reward, and 
simulation to date. " 


dai be put of, but perseverance is its 
Conqueror is the best submarine 





any direction. Any destroved 
enemy freighters or destrovers are 
added to your talhy of victims, but 
your own vessel 15 also vulnerable 
to collistons and missile hits from 
enemy destroyers, The extent of 
damage is indicated on a status 
panel. Two of the islands contain 
docks where the submarine can 
be repaired, refueled and 
rearmed; à quidance display 
shows the distance from the 


nearest dock once you're within a | 


mile of it. 


—JNICK 
“ Periscope up, full speed 
ahead. Ocean onqueror is a 
really good  submarine 
simulation. Once you've 
managed to get out of port 
the whole game explodes 
with addictiveness. 
Lighthouses, islands and 


even the odd convoy come 
into your periscopes view. À 
bit of lining up and o É pi 


a torpedo and KABOO 

that from Batman...) rd 
ship is sunk, but keep your 
eve on the radar because 
you're about to travel over a 
coral reef! There are a few 
well-drawn islands out there 
too. Ocean Conqueror will 


appeal to most people, even | || 
if your burning ambition isn't | | 


owning 
submarine. ” 


CW 





































THE NEW LABEL 


Rack-it is a new budget abel | 
from Hewson which was | 
launched on 77 September. 
With increasing attentionto 16- 
bit machines, Hewson feels 
there's an increasing need to 
provide pocket-money-price 
games fór the B-bit machines. 
| Rack-lt games are aimed at the 
tá mark tô allow a financial 
margin for developing more 
| sophisticated prográms thana | 
21,99 price would allow, There 
are two other programs in the: | 
first release schedule: 
| Draughtis Genius (reviewed an 
page 23) and the shoot-'em-up 
Anarchy, available soon. | 

















































!COMMENTS 
Joysticks: Sinclair 
Graphics: 3-D, not stunning 
but functional 
Sound: atmospheric beeps 
Options: fog on/off, four skill 
levels 
General rating: the best 
submarine simulation in the 
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| And Dorset Line. 


“Producer: Mirrorsoft 


Retail price: ET.95 
Authors: Dalali Software 


hink once, think twice, think 
bike —-— for im Mean 
Streak they re going to be 


| coming after you, on this Sunday 


aftemoon nde with a difference. 

You're out there on the road, 
minding your own business, wten 
a succession of computer- 
controlled psychopathic bikers try 
to bump and bore you off your 
two-whesled chariot. And If that 
tails, they're not averse to taking a 
pot shot at you, 

But you're not standing tor that. 


| You too can push attackers off the 


roadway, or get behind them and 
blow them away using the guns 
and missiles you just happen to be 


| carrving. 


But these fiendish bikers who 
have never passed a proficiency 
test in their lives aren't the only 
dangers lurking on the streets. 
Scattered acróss the blacktop are 


| tin tacks tô purcture tyres, rocks 


and oil sticks that can send you 
carserng and make you 
vulnerable to an opponent's 
nudge, ramps that have to be 


cleared, walls that can flatten a ! 


PSV aNIINe 








Producer: Hewson 
Retail price: £7.95 


ack to the age of steam, 
when railway tracks snaked 

E through tha country and a 
British Rail sandwich had never 
been made, let alone eaten ... 

The eponymous Evening Star is 
a robust locomotive which makes 
the tricky run an Bath and 
Boumemouth on the Somerset 
In Hewson's 
simulation, you are the smoke- 
stained driver of this triumph of 
engineering. Your object is to 
reach Bourmemouth on schedule, 
eaming points for safety and 
economy. 

The main screen shows the 
progress of the Evening Slar as Il 
puffs beneath bridges, huffs 
through tunnels and dashes past 
places luxunating in such names 
as Wellow, Chilcompton, 


| Henstridge and Binegar. But don't 


spend too long gazing at the 
countrysida - there are heavy 
penalties for running late, 
especially |f you choose to take out 


| the flagship service, the Pines 
| Express. 


You control the traln usin 


| regulator for speed anda cut For | 


engine efficiency, which can be 
tested by checking the colour of 
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face, and geping holes the council 
have forgotten. Lose control of 
your machine and you end up as 
an accident statistic with one of 
your three lives gone. 


To avoid these  odious 


| «é At first Mean Streak looks 
| very promising, but 
successive plays reveal a 
lack of real substance. The 


the smoke coming from the 
engines stack. Vacuum brakes, a 
blower, an injector and a fire door 
and damper also help you get the 
most from your leviathan of the 
railway track — but you won't get 
anywhere wrthout water and coal, 
and supplies are limited, 

dignals must be obeyed, Or you 
risk a fatal collision on a one-track 
line; and speed limits can deter 
your boyish enthusiasm for driving 
a steam train recklessiy. They 
must be adhered to, or you could 
lose safety points, or even be 
derailed 





1 snes A od a 


[ea (el (rentes 


obstacles, the bike can accelerate 
or slow down, be swung across 
the. road or leap into the air. | 


wief=i=r] [0] creo. 






The Mean Sireak batiietrack Qust 
past the Milton Keynes tuming) 


Betto tea Re the e, dava ot sp Eee 
| a pity that there soems to have been ittle pro; since tho: 


a Mean Streales an odd game, ltfosembiss virtua a re other 





And don'tforget the passengers 
— the Evening Star has to make 
stops. Overshooting the station 


can lose you points, and at | 


Bourmemouth vou might hit the 


buffers: brake carefully, too, orthe | 
travellars will be thrown into each | 


other'5 laps and injured. 


in feel and difficuty ot com 









allow you to challenge a time 
record.or try to keep up with a strict 


timetable. 
(then Hewson 


Hewson's 
Consultants”)  Southem Belle, 


The main object of Evening Star | [a 


is to reach Bournemouth with 
enough points to pass; options 





b- Star of stage and steam 
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| Advance warning of the problems 
| ahead on the scrolling screen tg 
given Defender-siyie by a radar 
screen showing a vertical view Of 
ne road Riaon pri the position 
of your bike and opponents 
displayed. 

| Fuel, oil, missiles and tyres are 
in limited supply, though there are 
engine-refreshment cans and 
misses on the road. 

There are three restart cones | 
ihat can be picked up as you ride 
onward; should you succumb to 
an unwholesome end, a cone will 
allow you to restart from the point 
where you picked it up. 







Producer: Rack-lt 

Retail price: E2,99 
Authors: Raffaele Cecco, 
Pablo Malnati, Giovanni 
Zanetti 














Einstein could be a 
























man or woman enough to do it? 
Easy, you think = so, as you face 


mn the professor's front room 


battle of two great minds begins. 

But even Einstein is beatable: 
there are eight skill levels in this 
“draughts challenge, one of the first 
releases on Hewson's new Rack-l 
budget label. If he's thinking too 
hard you can hurry him up by 
pressing Q, and on noticing a fatal 
mistake you can cancel the last 
move! 





another locometive simulation, 
received 84% Overall in CRASH 
issue 20 two years ago. 


|" This one is more for the 
| simulation buffs than the 
| arcade freaks —- it takes you | 
| half an hour just to digest the 
| instru Some parts are 
iyable, but don't buy 
unless you're a | 
| f with a desire to 
Eos ea * 








et Cursor, RANA 


ii simple, slow- 

moving vector graphics; 

monochromatic play area, 

ss on E apa and pr 
only the phwecep à 

| ie ste sc whiste. 

“Options: a choice of eight 

| Pr presenting different 

problems: a computer- 

controlled run is álso available 

| General rating: a detailed 

| steam-train simulation for the 

o very similarto Southem 














| laying draughts against a 
| confirmed megagenius-like | 


humiliating experience. Are you 





Einstein across the draughtboard | 


(decoration by Oxfam...) the | 








a | | his. And on winning or losing, you | 
| | are elther apptauded by the genius | 




















incing. SEN ne things Einstein 
jo BT aba Ecos of 
back: tor dr ago ndermea | 






To move, position the cursor on 
the piece you want to move, press 
the space-bar, transfer the cursor 
to the square vou want to move to, 
and press the space-bar again to 
actually make the move. À counter 
shows how many moves you are 
into the game. 

The crowd is breaíthless as 
evervona waiis for Einstein's 
response. Then it's your turnto put 
the professor im a predicament 
again. H the chance arises try a 
multiple move, skipping like some 
demented leapirogger across 

ts men and thus removing 
them from the board. (To make a 
multiple move, press the space- 
bar twice after moving the cursor 
to your target square.) 

mpatient Einstein will tell you | 
when it's your move and when it's | 


ir ota 
Opening Saca renan 





or ridiculed for your pea-brained 
incompetencs. 
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Eight dilterent tracks, toUF skill 
levels, IUMP rampa dor cuts, 99” 
wrenches, oil SHCKS, customised cOrs 


ops. On cassette Of 
modore and 


poe 
E is 


——e 


Lioyds Close, Fi 
Welinghorot Northampton. 
o tal 3) TE7BI. pecas, Med 


qui Hd sport! 
preparei Eiscttoã Paportri 
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45 billion years have passed since the earth's creation. Many dominators 
have ruled in all their glory. But Time, their greatest enemy ultimately 


defeated their reigr, 


And now à Dominator's relgn begins,....Aydar, the Legendary Warrior! A 
warrior who respects one code and one code alone, the code of combat. 
Antagonistic gladiators, reptiles, mammals, monsters, creatures Of 
magic,..Come ane, come all, come to meet the might of the feariess 


Rygar and inthe words ofthe Immortal warrior LET'S FIGHT 


BM 64/128 SPECTRUM AMSTRAD 
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SCREEN SHOTS FROM ARCADE VERSION 
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RUNNING AWAY 


Lióydl 

Do vou remember me moaning 
about consoles in lasue 337 There 
seems to be a general agreement 
On my main point; that whilst the 
consoles can make noisy 
explosions and pretty colours, tha 
Spectrum and other home 
computers will still be popular 
because they ara better suited to 
the development of original 
games. 

So where are the original 
games? 

Issue 44 contains reviews of 28 
games (not counting strategy and 
adventure, but there weren tany 
really innovative ideas in those 
departments either). Threa were 
sport simulations. Eight wers 
arcade-adventures. A massive 13 
were pure arcade action, mostly 
shoot-em-ups (this |s the 
computer that isn't suited to 
arcade conversions, remember?). 
That leaves only four original 

mes; Rebel, Mercenary, 
cad and Stffip& Co. 24 very 
unoriginal games out of 28 
opportunities for exciting new 
ideas seems a bitof a waste tome. 

The strange thing is that two of 
the four were Smashed, and Rebe! 
aiso received a very good rating. 
Of the arcade-clones, only two of 
the 24 (doe Blade and Renegade) 
received marks high enough to 

justify purchase. 
| Thecause of this glut of boring 
games? Well, Isuppose the culprit 
is the mevitabie may in which tha 
Industry has become more and 
more commercialised. lt makes 
me sad to say it, but | don't think 
tha magic enthusiasm that made 
the Spectrum what it is (was 7) 15 
there anymore. You may consider 
this nostalgia on lhe part ofa 
| veritabls old crumbly of 16, but | 
long for the days of the involved 
adventure quests of Dun Darach 
“and Dragontore, when Ocean 
released unlicensed titles and 
every game contained a new idea. 
But now iLappears it is saler to 
churn out an avérage shoot-em- 
up wilh-a snazzy title, preferably 
backed up by an advertisement 
featuring a semi-naked girl. 
| - Gargoyle have stopped making 
their classic problem-solving 
games and switched to arcade 
games with FTL. Ocean have 
decided to spend their resources 
on finding licençes rather than on 


| industry 5 
| commercial, 


| financlally rew 


game development. And, Rstni 
this |s a minor point, it is 

symptomatic of the commercial 
trend; CRASH has departed from 
tradition and featured non- 
Smashes on covers. Henegade 
and Barbarian were used, | 
believe, because the images they 
presented were better fór selling 
magazines. Enduro Racer was 
igatured rather than the fantastic 
and totally onginal Sentinel. Now, 
t'snotthe fault oFCRASH thatthe 
rowing more 

but the side-sflects 
are dire. The original games now 
shme like dazzling beacons from 
the drab dullness of the arcade- 
clones and film/book/TVicartoon/ 


| cuddly toy te-ins. 


K is a tragedy because 
prograrmmers aren'trunning outof 
new ideas, they are running away 
from new ideas. And onginality 


doesn'tmean thata gamecan'tbe 


commercially successful, SO 
please, programmers (and more 
importanthy, software houses and 
distributors), please don't tum 
yourbacks on originalrty. ltcan be 
ing, and ht muit 
help to prolong the ively life of 
what R Kean has termed 
'Arcade É omputer Enjoyment' 
rather than the current phase of 
Licences, Empty Tie-ina & 
Horrendous Arcade- Ripoff Games 
in Computing. Programs shoula 
be ACE not LETHARGIC! 
Wihatdo other readers, 
especially the more recent 
Spectrum owners, think about all 
this? 
Anthony Bailey, Carshalton, 
Surrey 


[don't regard pour comments as 
baing nostalgic, sinçe nostalgia is 
usually seen as a state of looking 
tondiy at the past in an unenitical 
way — you do seem to De trving to 
live in the present! As to the cover 
ustrations, you're both right and 
wrong, CRASH has featured the 
Decasional non-Smashed game 
on the cover in the past, butit's 
true that games like Enduro Racer, 
Barbarian and Renegade provided 
what was considered to De the 


| best Ilustrative opportunities at 


the time. 

| would welcome some 
reactions to Anthony's letter; of 
the cur, here's a couple of mine: [ 
also think a lot of program 
developers are running away from 


ideas, because for an enthusiastic, | 


imquisitive mind, it is just 


impossible to run outofideas, And 
perhaps in the past Ocean could 
have begn accuseo of thinking 
more about licenças than the 
result, but l've detected a definite 
change in the company's policy 
towards game development 
recently (even towards arcade 
conversions). A lot of care, 
attention and polish seems to be 
theresuit, and they have had some 
very fine programs well rated 
latery. 

Thanks for the letter Anthony, it 
Isn'toften | end up giving Letterof 


| the Month to someone twice, but! 


felt your letter deserved it, sothal's 
E30 worth of software for you — | 

hope there's something availabie 
o really would enjoy having... 


BORED 


Dear Lloyd Pesa 
I've had (vawnj enough! CRASH Is 
just so (yawn) boring. Where's the 
controversy; sparkle, excitement 
dr humour? 

The reviews: these are |ust 80 


drab. Dont think just because 
you've splashed a lot of colour 
around that they're lively now, 


| they're just so. monotonous and 


predictable. The reviewers don't 


| have encugh space to express 


themselves properly, the resul 
being that they all just byrble on 
about how good/bad/average the 
game is andnotaloteise. Why not 
give one revigwer Llhres-quarters 
ofthe avaliable space to get much 
deeper into lhe game and have the 
other twô give & quick comment 
and their own percentages at the 
end”? Álso, taxe a lesson from 
ZZAP! The way they explain each 
percentage ina quick sentence or 
two Is múch more-accurate and 
interesting. 

General entertainment value-of 


themag is sinking. There is justno 


humour any more, what with 
Tamata leaving, Hannah 
disappearing and no real 
characters left in the mag le no 
Angus Ryall (remember him), 
Minson-onhy getting.a page and 
yourself on every second page. 
(August 43 you had 16 pages alto 
yourself). I've nothing against you 


| but you can get a little much, 
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| humour or sparkie = but then, 'm 
biased. The magazine still gets 
through more reviews than almost 
any other comparable periodical, 
and manages to fit in numerous 
articles. Do you really want what 
vou refer to as 'depth' in games 


month in-month out, as everyone 
else would too, no matter how 
interesting they were. Even your 
Forum is getting totally boring. 
There's been no really angry or 
interesting letters for ages, no silly 
orfunny ones and no controversial 









greats, for the normal st 
adventure and a top 20 for 
strategy. You could also ask the 
readers to vote for the best all time 
game from Wheslie to Starglider. 
You could have this free with one 
CRASH [Christmas Special) or put 























































| issues of any real issué. The reviews? Damn it all, lhey are thepriceupto£ 1.50 for thai issue, 
Barbarian cover was only an reviews, nota replacement for Off the subject now, and | have 
Bxcuse to be disgusting on the your finding out wihai the games been wondennag, what has 
part of Oli, and stir up a líttie | areabout. happened to Matthew Smith's 
excitementitdid, but still who Theentire tone of your letter Reu game Attack Of The Mutant 
cares? Ifyou feelsostronalyabout | suggests fhatno-one at CRASH | Zombie Flesh Eating Chickens 
the mag's cover, don't buy ill has any regard lorthe readerother | From Mars? | have seen the 
Newsfield will get the message than taking theirmoneyoftthem.! | | adverts in CRASH for a few 
soon enough! suggest you have a go at months, and wondered if you 
Excitement: What's that? Apart | producing a fanzine, as many | knew anything, like was it to be a 
from colour CRASH has become. | CRASH readers do, and you might platform game? 
stagnant. Apart from that OINK! | | begin to réalise just how much Paul Coman (13), Barry, 5 
thing (didanyone findthat effort goes into every month's | | Glamorgan 
“amusing in the slightest?) CRASH | edition. And naturally, Oliver Frey 
has done nothing interesting for just loves en SIENA that's. | Tosomeextent, | think we're about 
years. Perhaps it's because you all he has-time to do... to answer your prayers Paul, 
are the market leader, and are | LIM "Starting this issue there's the 
restingon your laureis. (|t's worked CRASH History with general 
for the past four years, why details olevents and software over 
shouldn'tit keep on working?) Well - four years. Adoitionally, the 
['m afraid you'te going to ster , CRASH collectabie series ii be 
losing readers unless you brea E nu comp witha index o 
from the norm fast. BRITAN NICA ali games over the period, and on 
Pinase take nota. tap of that, plans are afoot for a 
John Hay, Dornoch, Sutherland | Dear Lioyd Mangram | special binder to enclose the 
[ve collected CRASH since Issue | whole which will probably have 
No controversy, sparkie, Five but | have lostafewoldand | some extra special encyclopedic 
excitement or humour? Revigws precious ones, and | was bits and bobs to. go with it. Watch 
so drab? Well, it's only a personal | wondering if you could do a out for future issues! 
opinion, of course, bttas a fairy | | CRASH Encyclopedia containing. Software Projects are being à 
close CRASH watcher over the all the games reviewed, and what | mite cagey about Zombie Flesh 
| years, "d say the reviews were they got (apart from SabremuifHa | Mutant-Eating Chickens Attack 
more fightiy written, more to the Hai. Then you could average out Mars and indeed its creator, so we 
point and without any loss of the CRASH's all time top 50 pão oniy hope .... 


| PLUS PROUD 


Dear Lioyd 
Ema +2ownerand proud ofit, and 
so aremany others, but the trouble 


FOR 
48k | 
SPECTRUM | 


THE ULTIMATE FRUIT MACHINE GAME 
* HIGHLY PLAYABLE  * FAST SPINNING REELS 
* IMPROVED SOUND. * HOURS OF FUN 
FEATURES INCLUDE 
HIGH SPEED ROULLETTE * NUDGES * SPECIAL FRUHT 
REEL CLIMB * FEATURE SYMBOL 
Send cheque or P.O. to ROSSWARE (Dept 45), 646 London Road 
Westoliff, Essex 550 9HW 
For fast delivery put Cheque Card number on back of cheque 


vour reviews, À few games that | 
think are very g00d because of 
their enhancement are 180, 
Gauntiat, Strike, Army Moves and 
Enduro Racer, but in your reviews 
“there's nothing to be seen about 
enhancement. 

ao you always try games on a 
+ 


For other 128 users I've 
compiled my Top Five 128 music 













AT LAST! 


| AT REALISTIC PRICES 

Al prices include post/packing, handling and VA T | 
ULASCOO £11,99 | SPECTRUMK/BOARD MEMBRANE t4.99 | 
I2BEROM  £1H.99 | SPECTRUMKBE'BOARDMAT E5.49 
ZRDA £21,99 | SPECTRUMK/BOARD TEMPLATE E4.99 
INB REG £1.49 | SPECTRUM+ MEMBRANE E9.00) 
415 RAM E1.49 | MODULATOR E9.99 
SPEC PSU E049 | SSMANUAL E22.99 


Remember all prices include P & P, handling and VAT 
Full spares list available / Trade enquiries welcome 
Access/Visa. 24-hour T.A, service 
SPECTRUM REPAIRS £9,99 + PARTS 


ELECTRONIC SERVICES 
176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FY5 3NE 
Fei. (1253) 622708 
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| been that much to write about, 
“other than those games you 


| MORE MUSIC 


| request fora chart of Spectrum 


| | isyou keep trying to avoid 1285 in | 





| char. 
1. Glider Rider 
3. Stormbringer j 
4. Levialhan À 
| 5. Starglider | 
- Forsound FX Amaurote must be | 
the best 128 
CO Fulcher, Th 1 
Peterborough. 
The reviews do mention any 
sionificant differences between 
128K games and 46K, and pes we 
do play them on both machines. 
However, Ldo feel a Iittie more 


attention might be paid to the 128 
end, but in faimess, there hasn't 


memtion. 
LM 


Dear Lloyd 
Em writing in response to your 


music, This is for the Dest 48K 


JT Chariton, Dover 


Any more computer deejays with 
a 


GOT THE VOTE 


Dear Lloyd 

Thank Ro for the Spectravideo 
Joyball | got mith my subscription 
- it's great and works brill with a 
Ram Turbo Interface, Being new to 
computers | wanteda mag with the 
best information on software, So | 
aid out for four mags, C&VO, 
our Sinclair, Si Liser and 
CRASH. CRASH got my vote and 
my money for a sub, there was no 
competition in choosinag. | 





e ES 
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Ta 
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Just a couple of things: what 
about a hardware surgery and 
previews on computer books, 
what do you think? 

Andy Muirhead, Wilmslow, 
Cheshire 




















The only reason CRASH has 
avoided too much hardware or 
technical jiggen-pokery in bocks 
is that with every questionnaire, 
these subjecis seem lessandess 
popuiar, And most hardware |s 
made in such a way thatit's not 
really it Tor surgery, more for the 
trashcan. Computers, Of course, 
can be sent to reputabie repair 

| E e now, 










CRASH COVER 
UP 


Dear Lioya 
Thisis the first letter |'ve written to 
CRASH, because I've never felt 
tha need to before, but | believe 
credit should be awarded where 
it's due, so in recognition of this | 
must congratulats you on a most 
informative and very interesting 
ali-colour magazine. 's brilliant. 
Hs great. It's decent too. 

Decent? 

| say decent, because | saw 
ihrough (wish | could) the sly, 
deluding artwork on the Imagine 
| adfor Game Over (the one with the 
naughty bits some magazines 
have been trying to cover Up = 
| Issue 43, Inside back cover). The 

artwork was pare cd done over 

the... um nau parts, 
they merer't just rr dio with a 
big, ugly splurge of some 
compamy's trademark, as in some 
magazines. In CRASH the naughty 
bits were disquisad under some 
devious and styhsh artwork. |5 Oli 
responsible? 

speaking Of Oh, | think his 
artwork is absolutely amazing. Em 
just astounded at the sheer 
volume of work he gets through in 
amonth, considering hecirculates 
between several other mags. His 
covers, with the added touch of 
the CRASH logo (don't change it) 
stand cul among the other 
penodicals, making them look 
drab. So alithe disrespectful 




































rates who don't appreciate. 
Ol's briliancecan go and "82%! 
And tell Qhinot to feeldiscouraged 
and tô keep up the go0d work. 
And finally to sign off, Hhink the 
video reviews are a good idea, but 
you could review better-known 


tims and also computer/film tle- 


ins. Also your Playing Tips section 
is very useful and helpful, but why 
do you wear à paper bagover your 
head? 


| 5 Alam Hannan (14), Wood 
| Green, London 


The Game Quer ad was ns of 
those things Ol just coulan ! 
resist, and felt we should do our 
best to retain the original as much 


as possible, rather than siapa logo | 


over the well-proportioned ladly's 
superstructure detail. For the 


technicaily minded (as a Ae say in | 


photographic magazines) the 


| added bra was done by tracingoff 
| the shape onto art paper, ightly 


painting à black outline of the 
detail, and then Ol air-brusheo the 
shape in Black ink, This small 
patch was shot toTilm anda mask 
made to hold back the offending 
part of the origina! in each colour 
layer. Then the new piece was 
are to the blue and red layers 
Orr. 

Am giving away a secret when 
| say thal sameone from Ocean 
rang Ol asking whether he had'the 
but of artwork that they could use 
to make a large poster from? 
LUntortunately, his touchingup was 
ontyona small scrap ofpaperand 
it had been throw away! 

Ê Rê like wearing à paper bag. 


HOLE IN THE 
BACK 


Dear Mr Mangram 

Gould you please explain to me, 
how to-put POKES into my 
computer, as | bought my 
computer second-hand, didn't 


| geta manual, 


I've tried to put tha PORESs intó 


| the computer, but | don't know 


when to put them in exactly. |'ve 
tried to put them inattha 
beginning, and some way through 


TEA | PR BRISTOL 


Outshine e Ordinary ne 


MierorRDas Ltd. 2 Market Place. Fergura Gloucestershire GLB 8DA Tel: (0666) 54326 Telex: 43422 MPS: UKG 


occurs the game should then load 
complete with the PORESs lirmly in 
place. Wherever that isn't the 
case, the tip almost always says 
ri Hope that helps. 


loading, but they never work. | 
have also tried to put them in 
through the MERGE" but still 
aj not work. 
Please help, I'm desperate. 
| Paul Watson, Stanley, Co 
Durham. 





































Paul Sumner says, there's a little 


SAFE TO STARE 














hole in the back of the computer 

through wiich you stick them... 

no, he's joking. Actually, Em Dear Lloyd 

surprised you're having trouble l've just bought and read CRASH 
because if's really pretty simple. August 1987, My purchase of this 
Uniless otherwise stated in lhe edition was quite unintentiona!. | 
Playing Tips PORE routines had meant get the July issue 
should be typed in before loading. | with the OINK!pull-outin it, 







However, after reading the 


a game, checked thoroughiy, ' 
magazine | was no tonger angry 


RUN, and uniass a DATA error 

















































WIN A FREE FLIGHT ON 


CONCORDE 


IST PRIZE.......... 
A fight on Concorde 


2ND PRIZE........ 
À computer of your 
choice up to the value 
Ç of £300 R.R.P.incVAT. 


pLu 25 runner vp prizes of 3 free 


games from the current U.S. GOLD 
range AND afreeT. Shintl | 
All you have to do is fill in this coupon and present it at 
our stand-No 1311 at the PCW Show in Olympia or 
send it direct to us at US GOLD LTD, 
UNITS 2 & 3, HOLFORD WAY, HOLFORD, 








































BIRMINGHAM B6 7AX. 
DE air Mia e O AGE: FREEZER RE 
MDORESSE ssceenuirarassseeniratidiaado sunna COTA Piada 
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Closing date for entries 31st Odober 1987. 
Draw will take place 2nd November 1987, 
Winners will be notified by post 


ES 
Raio, 





se us at PC W show 
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with myself for buying the wrong 
issue. Hound your ET mag well 


| worth the money and, having only 


gota baby Spectrum 

addictive, enough soto wanttogo 

and update my Spectrum and try 

| all the games no review so well. 

|. Having finished with the praise, 

| wonder if you could help me. Do 

you know ofany quieisiinos as ol 

the legal or safe limit of staring: 

television screen with regar deal 

your eyesight. | work on an IBM at 

work, eight hours a day, and 

| insbsio Lenjoy prógramming/ 

| Pai games on my Computer 
ma httle concerned about my 


eyesight. Please could you advise 


me and other peopletoasafe 
Cred to using computers 


ng our ght. 
Sid Maria Lyne, Shorer oa Bye 


Tobe honest, Maria, no, Ican't. lim 
sure tons of research into the 
subject has been done, although 
the very little 've read sounds 
inconciusive and sometimes 
hysterically silly. Certainly soreen 
 stahic can cause eyestrain ana 
headaches far some 
“Susceptible to it, and I guess na- 
“one thinks ft entirely healthy to 
spend hours, weeks and years 
o a ilttie green, orange or 
white characters on a small 
seraen. At CRASH we ve ben 


| feve beer exp f 
where 


| and thelr extreme 


PSI thought je E Barbarian cover 


| of Issue 41 was really good, andif | 


lawho complained about 
it were annoved, | would advise 
them to take a look at some back 
issues of ZZAP! for some really 
jóias pictures! 


no the real points about the 
DR DER a Pe 


| but there's a lot ofright to the 


a F “dpi fog 
created an em dis õ 
his machine, Amstrad | 


probaBi tos etrimentin te 


in the review ratings: 
nad in Bach issue 


thaye 
fact is that Ff bs years the 
live atings have 
sb and the 
comments too, ht the bill better 
nom, 


LM 


BUGGED! 


“Dear Lloyd 


a 
WS 
feht | had to write and express my 


“| views on such an appa 


e thankful for my: NV ocucior 


THE UNSWEET 
PILL 


| Dear Lovya 
was very annoyed after reading 
our review of the new 
trum+3. To start dá it 

seemed like a good enoug 
follow-up totha +2, e sp 
Of dba inthe RAM disk 
(nothing drastic). But | was really 
fuming when | found out half the 
“ado-ons made for the other true 
Speccies don't work on this 
inferior machine, and that the extra 
port in its back has been made. 
specially for Amstrad hardware! 
How dare Alan Sugar stoop so low 
| asto mutate our belaved (true) 
"Spectrum into ahaif +2, half CPC/ 
PCWIAIMrS ar has done is to 
usethe Sinai ogo to try to seil 
ce « gladiy Idon'tthink 
Rui 

Also what is happening ta your 
rating boxes since 1986, looking 
through issue 34 there were seven 
headings for ratings, then it went 
downtosix, but from issue 42 itast 
month) we were raduced to five: 
Presentation, Graphics, 


| eo sine , Addictive qualitias, 


What has happened? Has 
Poa 'sbrainbeen worm qutt 


somet 
Paul Emith, Renal, Cumbria” 
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blatant exercise Bam people to 


some cheap public 
| o publieity. 


Bug shows some alarming 


traits in its encounter with Creative 
Sparks. The most alarming onê 


was itics in computing 
tios!" Hirst thought e ua 
reading your article t 
Hoared, August pag Since 
when has polítics had anything to 
do with computing for fun? 
ince the average age of 


| CRASH readers is 16 years they 


are (00 young to vote, naive to 
politics and impressionabie to 


In addition to this The Bug and 
lts political standing is also 


| Questionabia. Note what Jaron 


Lewis said about Mrs Thatcher's 
contribution to thelr series on 


famous people. 


| bet he wouldn't say that to Mr 
Kinnock's contribution: 

May | remind you what politics 
nas done! tosportover thelast two 
decades, What ['m suggesting is 
that as s00n as o tiGa He gets into 


computing for fun then itiwould be 


ruingd beyond 


repair. 
| From what | have read The Bug 
deserves to go outof business. I'm 


ft that sounds too harsh, but 
itmight do some to 
the SofNvarE industry as a whole, 
Michael Thomas op 
Leamington Spa, Warwick 


| Idon'tagree that 18: Ea -pldis are 


naive on política, 
agree that party and unionist 
computer gar. Trato a pre 
gaming. That's a pretty 
rong statement, Michael, so it's 
tnghat have here arapiy om 
The g themselves... 


| last issue wo lhouaht 


; but the plain 


| the money. If we had 


LETTER FROM 
THE BUG - 


Dear Ltoyd 
Alter reading Tony Worrall's letter 
TE: pad 
to reply, on enacA of the Editori 
Team, to some of'the points 
raised, 


Mt present'there are about thirty 
fanzines being published; ti 
Tony can claim to represent them 
in his letter is beyond our 

standing, especialiyas he 
has just entered the scene, The 
Bug is the longest surviving 
fanzine, we have just caletratad 


our third birthday, andlike Tonywe | 


aro ne notmoney. a 
profits are da apa 


| magazine, and lt is written after 
| sonnoianaat masa Themain 


“tive is to provide an 
in pendent magazine which 
features un-biased editorial. 

We have also gone through 
“blood, sweat and tears! to 
produes issues of the magazine, 
as has nearly every other fanzine. 
There's no point Tony moaaning 


“about it, if you can't take the 


pressura, give up. Nobody forces: 
you to make à fanzine. 
Wa respect a software house's 


decision not to send us software, 


« NÉ Se8 NO regson wiy 
we should feature a company's 
mes if they don't send them. If 


Eae io does 


featured it would be sent and not 
doing so clearly shows a wish not 
to have the product reviewed. 

The Bugis notrun by q 


ey as stated but by an Editorial 


Team. Perhapsif Tony had looked 
at Our ea ór read the 
CRASH article properly he would 


have leao made such a mistake. 


The Editorial Team does not 
support any particular political 
party. À magazine which fights 


prejudice, whether it be sexism, 


suchmaterialas published by The |  Neterosexism, racism orany other 


Bug. 


bs ro is not 'loony” as so 
stated, merely humana. To 


Bos bd makes a difference 


why not send 40p and an SAE to 


"“ugat28 Leasido Avenue, London 


NTE SEU 
CSD were in the wr 
contract stated We v wWou 


as our 


HR, | think this proves we do the 
magazine for the readers and e 
; 
orders and kept the contract (until 
they went bust) we would have put 
money before the teaders. We 
have been supported by many 
people in the industry for standing 
upto CSD, we did not give 
fanzines abad name and were not 
boughit-off by 'the hand that 


During the contract, our 


| Clreulation was at 1 a AiRed 


issue, the advertising rates at 
time: reftected this high circulation. 
The advertising revenue went to 
pay for essential like the 


phone bill. and postage costs. liwe | 


were engaging in “blatant 
profit as stated we would 
not usethe phoneto obtain review 


| copies and our service to the 


readers would suffer. Once again 
we were putting the readers before 
money, N Tony thinks fanzines 
should stick together, and thatwe 
should have charged a lower rate, 
why does he write letters like ha 


did? 


Towards tha end of the letter 


| Tony quoted Jefirey Davy's view 


on a single janzine making a 
difference. Obviously this was a! 
the end of ideias E he Ve 
getting so into s us off he 
did not even think: the idea, 
A smaller number of fanzines with 
bigger circulations would have a 
totmore impact that many smaller 


| bi Di things. He. 


may not like Bug, but that 
does not ad thateverything we 


is ru 
ubiishina 1 nit-picking letters, 
Such as you did, does absolutely 
nothing to further the Interests of 
fanzines, Tony seems to call us 
hypocritas vet if we behaved the 
way he seems to want us to, we 
would be putting no before the 
readers. If this is what 
magazines dões, Hhink some self- 


analysis is in order before he calls 


us hypocrites: 
Jaron Lewis & Jeffrey Davy - 


"Membersof Editorial Team, The 
Bug. 


| !eell have to defend my right to 
| Publish letters from readers with 


opinions, no matter how muddled 
or obnoxious their contents may. 
Fine dada q Ang if 

defence of The Bug's editorial 
team, Um onhy too well aware of 
how office overheads eat the 
money and force a profit- 
CONSCioUSNEsSS. ON anyone who 
undertakes a venture like this, no 
AE pai onda fi 


A RITMAN RITES | 


| To all GRASH readers 
| Hegel EImust write-and thank all 


those readers who put my last 


| three games simuitando Ely into 


tha Hotline Top 20 chart for the 
AUGUS! [SSUB. aaa the nicest 
compliment is Maichoay at 
number-six, almost three years 
after it was launched. rd you! 
Jon Ritman, «NIB 


“Go on don, cub tin, 1 know that's 
|" theone we didn't Smash when we 
e nora n 


Weil that's mylotfor this month. Soon CRASH Towers willbe silont, 
the Spectrums will be stilled, the Cubs caged and the jovsticks 
boxed, No, is not the Christmas holidays, just thateveryone willbe 
down in London al the PCW Show (where, thanks to the miracls of 
publishing schedules, you could be reading these very words). Soil | 
have the entire ptace to myself — luxury. And'H | get bored, I'll read 
some mora of your letters, the ones yvousendto LLOYD MANGRAM, 
THE CRASH FORUM, PO Box 10, Ludlow, Shropshire SF8 1DB. 
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36% Issue 39 


RIGKY EM Lichi Mata was the first judo 
simulation on the Spectrum. Traditional 
moves are executed in a novel way: 
rather than using a single keypress, the 


| player takes the joystick through a series 
Of actions which relate to a complete 


move. Four major moves are provided in 


the instructions, but more are there tobe | 


discovered by wigoling the Joystick 


| around. 


Lich! Mata sounds exci ing, but the 
novelties s00n wear off and it's not long 


before you wish the sweeping joystick | 35% 


| 70% Issue 29 


ROBIN EB Lady Wilda and her infant 
daughter are the only survivors of a plane 
crash in the Amazon jungle. Recovering 
from the shock of the crash, Lady Wilde 
realises that her daughter has been 
kidnapped by the Amazons, a horde of 
woman Warriors. 

To rescue her, Lady Wilde must defeat 
every Amazon in her way in a battle to the 
death, 


Legend Of The Amazon Womenislitie | 


more than an average beat-'em-up: there 


77% Issue 24 


ROBIN MM Gladiator is a bit of a departure 
from the standard beat-'em-up. Playing 


“the partof a lowly slave named Marcus, | 


vou enter the combat arena in a bid to 


| Gam some money and so buy your 


freedom; and in case your fighting isn't 
too hot, there's also a gambling session. 
This beat-'em-up is special because 

the player can choose which weapons he 
wants to use. Thê weapons have attack 
and defence ratings which you can find 














movements could be reduced to a simple 


"| Keypress. Though well-designed, the 


graphics Nicker bady, and when the 
Characters colide its difficult to see 
what's going on. 

51% 


ROBIN E Judo is a strange martial art to 
simulate on a computer, because it 
involves a lot of contact with your 
opponent which others such as karate 
and Thai boxing don't. Martech made an 
admirable attempt at representing the 
sport in Lchi Mata, but the graphics are 


| appalling and suffer from severe bouts of 


Hicker. 

What really bugs me, though, is the 
control method. H's one of the hardest 
Ive ever encountered — trying to execute 


a move is almost a game in itself! If you 


Hke judo, stick to the real thing. 


aren't many moves, so il's quite easy to 
defeat your opponents. The animation is 
adequate, but not particulark Impressive 


63% 


| —like the game in general. 


| RICKY E legend Of The Amazon 


Women is a combat cross of Gargoyle 
Games's Tir Na Nôg and Melboume 
House's Fighting Warrior. But it's dated 
and has lithe going for it. The animation 


is reasonable, but the uninteresting 


gameplay doesn't hold up, 


SS 


out only by trial and esror. 

Graphically it's nothing special, the 
control method is tricky (there are 25 
possible moves to choose from) and the 
imaginative gambling sequence 
becomes tedious. 


Two years ago Gladiator was a good | 


beat-'em-up variant, but now it seems 
Oniy average, 
52% 


RICKY BM Gladiator was one of the 


serious contenders to The Way DF The | 


Exploding Fist, and it steod up well. 


| However, has aged and seems a bit 


repetitive. Sil, fls certainhy worth 
playing if you can get to grips with the 
awlward controls. 





Trat EP e 


aÃ. 


41% Issue 42 


RICKY E Meet mean man Mick The 
Meat Kicker — f's a name to be reckoned 
with. But | don't reckon Kick Boxing is up 
to much. 

The playing area is done In Isometric 


ROBIN E Sai karate is like karate but 
uses a stick called a sai. This simulation 
pits the player against 16 adversaries: 
vanquish all, and you become a Sai 
Master. Às In most games of this genre, 
the screen shows no fighters trying to 
beat the hell out of each other. 

There's a two-player option for those 


| apart from making it hard to see. 
fou progress through the levels by | 








3-D, but this doesn't affect the gameplay, 


killing off one opponent after another, and 
it's no more inspiring than it ias 


ROBIN HE [d forgotten just how bad this | 


ist Firebird's representation of the fast 
contact sport is appalling. The characters 
jerk around the screen drunkenty, 
performing poory-drawn moves that 
appear physically impossible. There are 


better, similar games: Mick Boxing is | 


cheap, nasty and almost unplayable. 


1 un — for the keyboard option 
you'd need 16 keys each! 
dai Combatis very playable, despite 
all those control keys; the graphics are 
reasonable, with smooth animation, 
sgh some ofthe backgrounds are a bit 
ring. 


74% 
RICKYT E For a two-player kill-'em-up 


Sai Combathas some marvelious || 
animation, but the gameplay becomes || 


simple after a littte practice 
12% 





50% Issue 37 


RICKY EM Get ready for the usual 
scenario which bears only some distant 
relationship to the backdrops and very 
litie to tha game itself... 

À remote relative of Ninja, our hero, 
has just had his temple robbed by a bunch 
Of evil ninjas. So off trots Ninja (the good 


one) to Kill off all the other ninjas (the bad | 


ones), who are still lurking in the temple. 


| These bad ninjas have beautitully Oriental 


names such as Thug. 
Ninja had potential, butit's amateurish 


| and ridiculously asy. The enemies can 


aii be Eilled with a couple of low kicks or 
by lobbing shuriken stars at them. So 


inja has very little to offer the dedicated | 


combateer, despite its budget price tag. 
30% 


HM This budget beat-em-up is 
one of the worst of the bunch. The 
graphics are very simplistic, with poor 
animation, and there's only the odd sound 
effect. doesn't take long to get tired of 
Ninja — even though I's so cheap, steer 
clear of it, 

3% 


of you who want'to hurt your friends, but | Ml 
this is only really playable with an || 





HAN -CHEN 





| 48% Issue 37 


RICKY E When Konami attempled to 
improve-on He Ar Aung Fu by adding a bit 
ivva scroll and some 'wacky' opponents, 
it all endeéd up a bit ovva mess... 
Dolong (from the first Fe A has 4 50n, 
aptly named Lee Young, who has voved 


| to wipe out the last of his falher's deadly 


enemies = Vie Gah. But vie Gah has many 
faithtul Oriental minions, and Lee Young 


| 93% Issue 28 


ROBIN MM This Gremiin Graphics licence 
& based on the Fighting Fantasy books of 
lhe same name. Hs split into three 
distinct subgames which are loaded 
separately, 

The first features unarmed combat, 
| the second pole fighting and the third 
| sword fighting. 

Theyre mohly enjoyable and very 





beal-em-ups  fealured here, The 


| and when he has five tes leaves he can 


addictive — this is my favourite of the | 


has to battle his Way rue them to 
reach the master enemy. 

For every wave of minion atiack 
eliminated, Lee Young gets a tea leaf, 


séttie down and brew a cuppa to 
repienish his energy. There are bowis of 
chow mein to mibble from, too; these 
make Lee temporary Invincibie. 

The main fault 01 He Ar Kung Fu dis 
the tevel of difficulty = there isn'tany, Us 
very simple, unchallenging and pretty 


dull, 
I2% 
ROBIN E As a follow-up to a Smashed 


| original, this |s disappointing. It's not as 


begulifully presented or as playable as 
ria Ar Kung Fu, and is so easy to play. 
Don't bother with this medioere effort. 





graphics are excellent, but its the 
animation that really grabs the player. t's 
just so smooth. H you're going to get just 
one beat-'em-uyp, | can't recommend this 
enough! 

PICK DF THE KKKS 89% 


RIGKY MB This is one of the best beat- 
'em-ups, with some great graphic 
routines. The action doesn't quite have 
the excitement of Barbarian, though, 
81% 
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92% Issue 21 


ROBIN E In this, the original beat-'em- 
up, the player has to fight through 11 
levels to reach the rank of Tenth Dan, AL 
your disposal are a whole host of 
movements, which are easily used with a 
joystick. 

When this was released in the autumn 


| 01 1985 ii was one of the most enjoyable 


games around, and even today | 
occasionalky find myself returning to this 
golden oldie; The Way Of The Exploding 
Fistholds a special kind of magic 
because it was the first worihwhile game 
of iis type. 





89% Issue 33 
RICKY BM Definilely the best beat-em- 
up! Memegade is am epic of nonstop 
fighting with some original scenaro 
| touches. 
What |5 thê cause of all this violence, 
though? 
Es Lucy — not just any Lucy, but your 


luscious Lucy, the love of your life, You're | 


off to meet her, but on your way you run 
into viotent street gangs intent upon 
mugging and killing. 

There are six locations to baile 
through, each featuring a different set of 
villains = such as bikers, mad women, 
gangsters and evil mobs. 





be hard to fault the graphics and sound, 





The movement of the monochromatic 
characters |5 900d, though sometimes a 
touch slugalsh. Like many beal-'em-ups 
it's a bit too easy to be addiciive in the 
long term, but the two-player option 5 
tun, and The Way Of The Exploding Fistis 
worth looking at, 

80% 


RICKY E Despite its age, The Way O! 
The Exploding Fist has stood up very well, 
retaining ds exciting and addicive 
elements. It's no wonder a game of this 
standard set off such a massive craze, 
and Pd still Smash dl, so... 

91% 


Renegade isn't too difficult, and it's a 
game you play more for high scores than 
for reaching the last stage. Fight, beat 
and enjoy till you can smeill the blood. 
PICK DF THE KICKS 


ROBIN MB | mas hard put to choose 
between this and The Way Of The Tiger 
as my favourite beat-em-up — Henegade 
is just so good. 's not the hardest game 
In the word, but it's enjoyabla. 

Programmer Mike Lamb managed to 
escape trom the one-opponent-at-a-time 
format typical of this genre, and presemts | 
the player with up to elght baddies 
onscreen to be defeated. 

The presentation is very Slick, it would 


and with plenty of gameplay this makes 


an excellent buy, Try to get Renegade 
AND The Way Of The Tiger! fe, 
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A long way into the future the esa 
segkers of Britain are bone-idie, 
downright stobs. Everyone who needs to 
get anywhere traveis by molecular 
disassembly'assembly — 80 much safer 
than using the onhy extsting road — the 
London Orbital, the M25. Enowum as The 
Batietrack', it's a place where a rebel 


ee e se 1 mi 


Tou've seen the Freescape screen shots 
previgwed — now see il in action as 
Incentive's Oriller demo takes you 
through some puzzles from section one. 
Drilerwill have tuo objectives within the 
game, the primary task being to drillholes 
nto the moon's surface to allgw 


COVER - AND HERE ARE THE DETAILS! 


Sorry we can't supply you with a cassette box, but it's 
so much easier to stick a cassette on a magazine cover 
than a bulky case. Still, if you cut out the cassette inlay 
below, you're absolutely bound to have a spare case 
lying around somewhere — aren't you? And now, onto 
the preview demo details... 


minority armed with lethal bikes race up 
the streets killing each other. You wanna 
see the acton? It's mean, it's vicious, and 
watch out for low bridgés when you type 
LOAD" " and sit back to enjoy 
Mirrorsoft's demo, which |s also reviewed 
inthis issue, 


| deactivate automatic defence systems 


| ravishing 3-D. 


Squeaky clean arcade adventure antics happened to Doctor Dawson. KeysareZ/ | 
in Gremiin's Walt Disney licence. This Xleft'right, KM up'down, ENTER to leap 
demo offers 15 playablescreenstotickle | and SPACE to pick up or examine. 

vour appropriate fancies. Round and leap Elementary clue hunting begins with 
aboutto discover five clues which should LOAD''" 

help solve the mystery of what really P, 


- 





onty one to escape alive before the craft | 

| blow to smilhereens. Now alone within 

the bowels of the planet he must fight for 
“survival, The music is down-loaded from 

an Amiga and synthesises four-chanel 

sound. LOAD” e 


| The first game from US Gold's new label 

| comes from Probe Software and stars 

| Trantor as the all-round good guy hero, 
- Trantor isn't really the last stormtrooper 
— there's a load of the lads but, as you can 
see from the demo, when the space craft 
lands within a deep crater Trantor ts the 





Elite Systems 


dangerous gas lo escape, and second to 


which are causing a probdem. There's on- 
screen text (press any key to move from 
screen to screen) describing the game, 
and it's LOAD" jo see Dniier in 
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We were hoping to have: Gryzor as well, 
but development ot! the program 
continues even now. The review of 
Athena is in this issue, but here's à 
chance to try out the game yourself in this 
playabla demo of the firstlevel. Keys are 
redefinable, and there's a choice of 
joysticks. Athena is a formidable woman, 
belting her way through lite collecting 
weapons and powers hidden behind the 
rock formations. Kill the ogres and other 
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assorted nasties. Time is constantiy 
ticking down as the damage level 
incrgases. Be on your guard, 
LOAD" " to load the master program, 
then STOP THE TAPE, select the desired 
keys or choose a joystick and then load in 
the playable first level. you finish the 
level — don't attempt to load in another 
level even if the computer prompts youto 


- [E simply isn't there! 
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| | Major Developments, Sue Quinn, Kevin 





to select again. The full task will be to 
strugale through several levels to rescue 
General Alexander Cook — however, you | 
can taccomplish that in our demo, it's 
just à good old fashioned shoot-'em-up. 
LOAD" na 


Jungle life in Elite's long awaited arcade 
conversion. The fwo-player game, 
although you can go it alone, takes our 
hero through the jungle and swamp 
section of the game. Full on-screen 
instructions inform you about the control 
system = but once chosen it isn'tpossible 
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A demo of Martech's latest 2000 AD 
lcence with that weird control method. 
Gasp as you see Sláine's thoughts maft 
through his mind on the left of the streen! 
Thrill to the comie-strip pictures as you 


seg Sláine maim, kill and maim some 
more! And perspire to the pre-release 
hype on the top right. AN this and more 
when you LOAD" 


| aU DO THiT 


| 





SPECIAL THANKS GO TO: Pat Bitton, 
| John Cook, Dalali Saofhware, lan Andrew, 







and aliat Gremlin Graphics, Richard 

| Titsall, Fergus McGovern, Probe 
Software, Gary Bracey, Andy “Athena! 
Deakin, David Aubrey-Jones, Bernard 
Dugdale and the Elite crew, Data 
Duplication for doing the technical bits 
involving cassetes and the ladies aí 

| Canisla who stuck them on lhe covers. 























| the software industry — they account for more 


than half of sales now. And while there's still a 
vague stigma attached to £1.99 quickies, cheap 
doesn't necessarily mean nasty, as BARNABY 
PAGE explains in this analysis of the games 
world's latest incredible watershed with grave 
and far-reaching implications (Number 65 of a 


series). 


4 


HERE'S nothing like a good 
apocalypse to get this 
nervous industry excited. 
Every year, the pundits say 


happened to gentility? CSD collapses — 
E this the end of distribution as we 
know it? American giant Electronic Arts 
muscles into the UK market — was the 
battle lost on the playing fields of 
Pasadena? 

But perhaps the biggest bugbear this 
auturan is the boom in sales of budget 
software. When Mastertronie first 
launched £1,95 games three-and-a-half 
years ago, the flourishing Industry 
laughed at them, Fact; Mastertronic 
has sold about 12 million games in 
under four years. 

Now Mastertronic General Manager 
Martin Carroll claims his software 
house's many labels (MAD, 
Americana, Entertainment USA, 
Bulldog and the rerelease label 





the bubble is about to burst. | 
Amstrad gobbles up Sinclair — whatever 








| Ricochet, all budget) account for about 


15% of all sales inthe UK leisure 
software market. 

And the Gallup market-research 
organisation reckons some 60% of all 
gamessold this year willbe budget — an 
estimate pushed up from less than 50% 
inthelight of soaring sales. So far from 
being a pesky thorn in the side-of full- 
price sales, budget is big business; 
some normally sober observers reckon 
the UK leisure software market is worth 
as muchas £80 million a year. 

Already. the figures tell a story; 
Mastertronic's Carroll will put out 
10,000 or 15,000 coptes of a game aí 
once, while the first production run for 
afulkprice product might be just 2,000 





 Mastertronic launching another 
212 tabeis in its bid to 
stay on top of the 
budget heap... 


























or 3,000 copies. 
But reports of the death of full-price 
software have been greatly 


 -exaggerated, most industry bosses 


apree — because though budget and 
tul-price are both battling for the 
consumer's money, they're fighting by 
different rules. 

Full-price games sell quickly when 
they're hot and new, propelled up the 
charts by magazine reviews, ad 
campaigns and word of mouth — or they 
fiop. As Code Masters Manager Jim 
Darling puts it, for a full-price game to 
succeed now there has to be 
something pretty special about  — and 
that's more to do with the licensed 
names and the hype than the actual 
product. 

Budget games are lowm-profile, 
unadvertised [ there's just not enough 
money to do t' — Darling), and there's 
not much profit on each unit. But they 
keep on going, casually bought like 
magazines in Corner newsagents and 
garages, whiçh the ful-price games 
don't reach. À good budget game will 
sell for one or two or three years, 
enthuses Daring, and as an example-n- 
the-making he cites Code Masters'5 
BMX Simulator released in the New 
Year, it “hasn't dropped off at all. 


| NICE LITTLE EARNERS 


Though the profit margin on budget 


games is tiny, overheads are low — 


cheap packaging and duplication, often 
minor bargain-basement programmers 
- and budget labels produce far more 
games each month'than their fulk-price 
counterparts. The key to success in 
budget publication is low overhead and 
high production run, says 
Mastertronic's Carroll with authority. 


Some cnitics see the budget labels 
chuming out cassettefuls of dross, 
scraping a few pennies and letting the 
pounds pile up any old how. But budget 
producers insist that they can't aford 


| to-relgase poor games — because the 


individual titles aren't well-known, Es 
the name of the label that makes or 
breaks sales. Indeed, even within the 
industry, il's the range — Reaktôr, 
Americana, The Power House whatever 
— rather than the actual game mich 15 
promoted. 

Darling of Code Masters takes an 
understandably optimistic view. The 
real reason for our success is quality of 
product, With one or two exceptons, 
we've not released any duff products. 

And he's dubious about the value of 
ful-price hype, saving the 
manufacturing and distribution end of 
this industry underestimates the ability 


“ofthe end users to know what they're 


buving and make an inteligent 
purchase, 

Darling also gives credit to his 
archrival, acknowledging that what 
Mastertronic proves is that for £ 1.99 or 
£2.99 the kids can get games as good 


| as they used to pay £8.99 for. 


One dissenting voice: Electronic Arts 
supremo Trip Hawkins. If you buy a 
bogk, you expect it to be welkedited, 
welk-printed and there to be no 
typographical errors, he pontificated 
na recentiy-published intervigw. Tiyou 
buy a record you expect all the 
instruments to be finely-tuned .,. math 
budget software, alotofthe production 
values aren't very good. 

Strangely, though, rerelease budget 
labeis like Elite's £2.99 Classics havent 
sold very well = even when the games 
were Smashes availabte at a fraction of 
their original price. It's those crazy, 
crazy markets. 
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» “Why pay moro: »: advertising spends are 
orienta With old 1 up pa in flelds = the 'grass-roots 


AN UNEXPLORED BIT 
IN THE MIDDLE 


There's another side to the story, 
though: About half of all budget games 
are sold through small outlets such as 
garages and CTNs (confectioner/ 
tobacconist/ newsagents), but the rest 
go through specialist software shops 
and the hugh-street multiples, where 
they positively profit rom the presence 
of hyped-up tulkprice packages, 

The goggle-eyed sprogs of industry 
myth wander along the software racks 
and pickup an £8.99 game = and when 
you're blowing a £lOnote anyway, you 
don't miss another coupie of quid, 50 
the consumer picks up a budget game 
on his way to the till, 

Perhaps the psychological appeal of 
buying, obtaining, means that budget 
games will never quite supplant the 
higher-priced products and their fancy 


THERE ARE LIES, damned lies, and 
sales figures. Ever/one accepts Hat 


Mastertronic.sells more “units than any 


| other budget house, but there's a 
“constant barrage. of statistics as the 
also-rans fight for second and third 
place. (Units 7. À separate game and a 

J compilation sao count às one unit. 
Market share is usually measured in 
“units sold, not income.) 
Talacomsofi = that's Firebird — 
“claims 11,6% of the whole games 
market and therefore, by Publisher 
Chris &mith's reckoning, 


about à 
quarter of budget e He! settle for 


second piaçe after Mastertronie, but 
insists "we're closing the gap raph dhy. 
That's news to Jim Darling at Code 
Masters, who Says we probabi sell 
morethan Telecomsoft: 5 
the Gallup software-sales charts give 
| Code Masters only about 15% of the 
budget market = but, according to 


Darling, that's because Gallup doesn't - 


pol enough of the CTNs where Code 
Masters seil, 
“Nonsense, says Alternative's Martin 
au worm gut and fetehy 
iate heselis more than Code 


pr ainsi van General 


Manager 
Martin Carroll quibbtes: 'The Gallup poll 


| consistently underestimates our 
market share because of the 
preponderance oFWH Smith in the 
chart sales. He reckons Mastertronic: 
takes 30% of the budget market. 

Ears must be búming in Gallup's 
north London number-crunching 
headquarters. Social Sunves (Gallup), 

| | perhaps the country's best-known 
| polisters, compies. the weekly must, 


| important because they're radically 


from 


aftera hard 


ow for budget houses, so Code 






packaging And, to be fair to the fult- 
price games, it's not just a matter Of 
glitter; some of the best software will 
always be full- price because budget 
producers can tafford to spend a long 
time programming or to pay the teams 
of specialists for sound, graphics and 
so on which big games require. 

Maybe that's why bis stilla 
dirtyish word, Take the Playability By 
Design team (ULCM. = The Uitimate 
Combat Mission); they don't do budget: 
games, oh no, they do 'tow-price full- 
price games” which Mastertronic 
happen to sell at £2.99, according to 
programmer Dave Thompson. 

It's not 50 easy to really make budget 
games in the ful-price style, though, 
Production methods are different for 
budget houses, and so is distribution to 
those all-important CTNs. Budget 
games have to get everyahere because 
they're not hunted for as specific titles, 

"sales and distribution are extremety 


vídeo and software charts as well as 
politica! surveys, opinion polis: and 
market research. 

The Gallup software chart onginaliy 
listed each week's 30 top-seling 
garnes. H was. d in mid-Juby to 
the T Fifty Computer Games — but it's Es 
actual ly two-charts of 25 titles, one 
covering ful-price games-and one 
covering budget games, They're 
considered different products = 
perhaps because lhey do reach . 


different markets: and selttor different | 


reasons. 

Every week, cre sends a list of 
games to about 1 50 shops around the 
country. The shops fill in how Mem, 
copas they a foRd os ga 


Gallup-compiles the resul lts, publishing 


them each week in Computer Trade 

Weekly. 

The charts annoy- some. software: 
oroducers because they don't-reflect 
CTN satesas wellas they do high-street 

“Chains and computer stores; and, as 
| R&R Distribution/Altermative's Currey 
points out, a siow-selhi 
may not show up inthe 
shop assistants forget to put things. 
down which did sell but onky seltone or 
“tuo 
Se, “Gallup's all rightas long as you 

| don'ttrustit 100%, he says. There's not 

| muchchoice ld ependon the 
eharts. Says Woolworth buyer Nigel 
Wood, who Ps software tor the 


“whole chain: "We're gi inginavery clear 


direction — He too a! 
Ari Wood reckons 
account tor 65% of. 
week. They maynotb 
can't ignore the. charts. 











budget game 
because 


| different, according to Firebird 


Publisher Chris &mith. 

Budget packaging serves a different 
purpose, too. Whereas fuil-price 
packaging can be glossy and 


| impressive, theinlay for a budget game 


has to tell you something about the 
unpromoted title itself. 

That's another reason why itd be 
very difficult for a full-price houseto go 
into budget, as Smith comments. 

Ht's more likely that the full-price 
labels will lower their prices to a 
rmidrange compromise— £5.90, say, às 
Software Projects did earher this year — 
and indeed some wild estimates put the 
'average price cf E-bit software as low 
as £7,95 already, 

“F's going to get harder to maimtam 
a full release schedule on &-bit at full 
price, says Firebird's Smith. “Às L6-bit 


| hardware gets cheaper the LE-bit 


machines will be the “quality end and 


special projects. 

Mastertronic's Carroll agrees — 
budget may well take over for existing 
2-bit machines, he says, because the 
quality difference between budget and 


“ tull-price has narmúmed. 


Afirmer forecast comes from Martin 
Currey, Sales Manager at R&R 
Distribution (which handies the Top Ten 
budget label among athet's, and OmWnS 


| Altematrvel: 'Fulkprice software |5 


going to drop a couple of quid, There 
will be a situation where (tl remain a 
steady balance; | don't think budget will 
take over. 

“There'| be two distinct price levels 
after this Christmas: £6.95,£/95 at 
maximum, and then your £15/£20 
level, 

And. of course, there || be the 
budgets selling away, mostiy at the 
variants of £2 and £3 (£1.99, £295 
etc). 
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END OF WORLD AS WE 
KNOW IT 


So budget has boomed, and software 

houses like Mastertronic have proved 

that you can produce quality games, 

sell thern-at a quarter of “full price” 

(whatever that 15) and stHl make a tidy 
profit. 

The retail trade is convinced, too — 
when Woolworth decided to 
reintroduce software to its shops in 
autumn 1986, the cautious chain 
tested the water with budget games in 
70 shops and then, when that was 
successful, realised computer games 
do sell andrisked fuli-pricé software as 
well. 

One producer, Ocean's David Ward, 
dreads budget taking over the high 
street multiples. When deciding what 
to stock, mary chains assess salês 
value per foot of shelf — and of course 


" atewfeetofbudget games drags down 


the value per foot of the whole software 
section. Despite the Woolworth move, 
Ward fears budget may force algames 
out of the high streets. 

Still, many ful-price houses have 


| decided that if they can't beat the 


budget specialists they might as well 
join “em, and launched budget labels: 
witness Hewson's Rack, with its first 
releases this month (see page 27 ofthis | 
CRASH). distributed by market leader 
Mastertronic. Only a few have shied 
away from the budget battleground: 
Ocean, Activision and Elite (burned by 
ts Classics experience), for instance. 

As the characteristicalhy self- 
contident industry paper Computer 
Trade Weekly proclaims, budget has 
won the Intelectual battle; it appears 
to be winning the commercial one as 
well, That's software for you; another 
day, another crisis... 
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The CRASH warriors 
stripes - but come Dec 


have earmed their 


ember it will be time to 


test YOUR skill in a fight for survival when 
imagine unveils Combat School. We spill the 


bacon 'n' beans ..- 


KOMAMI is back with Imagine for a special licensing deal — 
Combat School, an arcade game quarantesd to wreck many & 
joystick when Iaunched this Christmas. The arcade machine has 
been around for several months, eaten bankfuls of coins and 
«trained a few wrists IN ts short lifetime. 

Combat Schoolis exactly what À sounds lixe — ah American 
army training Camp where unless you re made ofsteel, you ve no 
hope of making it through the seven levels to qualify for The 
Mission, an extra game at the end. 

It's like à combat version ot Track 'n' Field = the faster you can 
wiggle the joystick (or trackball for the arcade machine) the more 


speed/power you bulld up to race 


through the avents. h's for WO 


players, Or one with a computer opponemt — both playing 
simultaneousty, with a split display of some screens. 

Tha Spectrum version is written Dy Andy Deakin, who brought 
us Labyrinthion and Mega Bucks, it's his second game for 
Imagine. (Andy's firet was Athena, O this month's CRASH 


Sampler.) 


Combat Schoo! will be à 48K multilgad in order to squesze IN 


ali the levels, but 128 should m 


anage itallin one huge load. And 


t just has to De that way — Imagine defies anyone to squesze this 


une lot into sBK ... 


test ON8 
THE ASSAULT COURSE 


Hup an” over ih the first ever 
against the clock. There are loads 
at hazards, such as walls and 
monkey Dars = and all the time 
you've got to waggle like mad to 
kKespupspeed and leap to the Op. 


test twO 
SHOOTING RANGE | 


Kambooom! Shoot the targeis às 
they pop UP irorn the grou Et me E 
quick or hey disappear again as 
fast as lightning. To quality you 
must hit 40 targets. 


test three 
IRON MAN 


Tough enough to take part in the 
Iron Mar cross-country Face, nuh'? 
Serambling over rough terrain, YOU 
splash into the roaring, ante water 
at the rapids, into canoes and 
through the FOCkS - .. all in record 
me. 


test four 
SHOOTING RANGE li 


More kaaDboooms and nDsSYy str, 
but this time with moving pet cars 
which epeedasross the landscape 
faster than you can Say "another 
40 hits to quatify”. 


test five 
ARM WRESTLING 


This trial of strength features in SO 
many fims — but Paul Newman 
and Steve McQueen had it easy. 
Sae how tough bis wresting 


joystick! The more wigglês pe 
second the more power you gel. 


test Six 

SHOOTING RANGE HI 
and yet more kaboooms! This 3 
similar to the fis! shooting test mn 
Combat. Schoo, except YOU 
mustn't hit the targels displayinga 
picture of your Instrutor — Ro 


mater how Much you'd like to | 


blow his brains out by this Stage. 


test seven 


INSTRUCTOR FIGHT 


A toaiighi to the death — or atleas! 


mm the Knockout, against the 
instructor who's taken y0U 50 
jogingly, SO caringiy through this 
course of trainina. Beat him ana 
vou're ready for .. 


THE MISSION 


Tnis is the big one, the one you ve 
gone through grusiling training for 

An embassy siege ia tasing piace 
and you've been selected to batte 
your way through & horizontaliy- 
scroling landscape to free the 
hostage. The world retas 01 you! 


penalty test 
CHIN UPS 


H you dont reach the qualifyro 
score in a Combal School ever, 
the Chin Ups sereen appears - 
complete enouah chin-ups within 
tha time limit and you car carry On. 
W you fail, the Instructor beltows 
“go home to your mothers —that's 
the type of guy Nes. 
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Who else but 
Comps Minion, could receive 
so much joy from giving away 
an arcade game? Yes, an 
arcade game in your own 
home! 

BUT WAIT - this is no 
ordinary, overdecorated 
arcade cabinet;, Ocean and 
imagine began developing 
arcade games in sultcases so 
their distant programmers 
could play the onginals for the 
purposes Of programming. 
After all, who wants to lug 
damned great  cabinets 
around the country? 


So for the first prize in this | 


| special competition the winner 
will receive a completa, 
handmade, custom-designed 
and reasonably portable (see 
panel)  Konam Combat 
School arcade game, 
complete with a Tatung 
Einstein monitor. it's worth 
around £1,000. 

(H you're reading this at The 
PCWShow, you can pop 
down to the Ocean stand and 


take a look at the arcade game | | 


yourself.) 


To get your hands on this | | 
correctly | 


prize, 
the five 


amazing 


answer imagine 


|, Joe | 





questions below. Three overall 


| winners will be picked and 


then whisked by Imagine 


| (travel expenses paid) to their 


hide-out im gloriously sunny 
Manchester, there to take part 
ina Combat School play-off. 

Only one clear winner will 
emerge complete with the 
Konami arcade package. But 
the two unlucky runners-up 
won't really be that unlucky — 
they'll receive Imagine goodie 
bags stufled with T-shirts, 
mugs, games and other bits 
and pieces. 

20 further runners-up will 
get copies of the Spectrum 
Combat  Schoolwhen it's 
launched at Christmastime. 
And so, your starter for ten 
Sa 
1 Which game launched the 

new Imagine label in earty 

1985? 


Answers, 


| COMBAT 
| COMP, CRASH, 








| 2 Who was the author of 


Imagine's private- 
investigator game Movie? 

3 Who was the hero in 
Imagine's Smashed Yie Ar 
Kung Fu? 

4 Which company produced 
the original'Green 
Beret coin-op on which 
Imagine based its game? 

5 How many events are there 


in Imagine's Hypersports? 


please, on a 

the back of a 
envelope) to 
SCHOOL 
PO Box 
10, Ludiow,  Shropshire 
SY8 1DB. Don't forget your 
name and address = and a 
telephone number would be 
handy. Allentries must De in 
by October 25. 


postcard (or 
sealed 
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Icoutdn tresist'this one - it had to win something. The Jetman character brings 
out the best in this screen from Paul Dilks of Beeston, Nottinghamshire. 


Untortunately Roger “Il hate pictures" Kean wouldn't give me much space to print 
the other runners-up . .. still, in fourth place comes Matthew Arnold of Newport 
Pagnell of Buckinghamshire, who must have drawn this picture of a Spectrum 
with his monitor on its side! 

And the fifth winner is Mr P Stavers of Ashbrooks in Sunderland, whose entry 
was notable-for its effective lettering. 
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Iwas surprised by the number of new 
logos received for the competition 
(most done with on of Rainbird's Art 
Sudies), and the-standard was far 
higher than | expected. Still, that 
shows how much lunderestimate you. 
EE Io There were a few problems. A lot of 
O ê the screens were too colouriul, and too 
a = many of the pictures were devoted to 
overused, unoriginal ideas. Things like 
artistic utensils - pens, pencils etc - 
gota bitmonotonous after a couple of 
million screens. Still, it's over now: 
congratulations and commiserations 
to all those who want them. 

And Simon MeCaroll of Wirral in 
Merseyside wins the ultimate 
accolade: his colourtul, bright, and 
attractive On The Screen logo wins 
hima copy of Rainbird's Ágvanceo DEP 
Ari Studio. His Rainbird is a particularty 
neat and uncommon feature, So this is 
the one that's going to be on top of me 
for the foresecable future... 
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Andrew Swan's chunky Spectrum and test-card background draw attention to 
his cute logo. Andrew hails from St Andrews in Fife, Scotland. 
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THERS LISTEN 


TOUR DE FRANCE 


Francis Lee from Handsworth in Birmingham sent in a very good tape with some 
neat screens. The firstone, Tour De France, uses lots of colour, and has been well 
drawn; the cyelist filis up the foreground and the French flag in the background 
gives it that extra bit of style! 


EEE nada no rio DS dscco= Doses poe aed ane Eae 


PES. 


a 


1 gm 
i | 
RE a adro ge DIE 


GIBLET 


Dafiness award of the month has to go to the duo who call themselves Simac; 
their demo program is completely mad, and brillianthy funny. Called Gible! 
iperhaps after the animation team who did the vídeos for Jackie Wilson's Reet 
Petite and Westworid's Sonic Boom Boy, among other things), their demo features 
a ltie green creature = Giblet. 

seems Giblet has annoyed you with some trivial prank; now the poor beastie 
(boy) finds himsel strung above any suitably evil punishment you choose, The 
terrors range from a bed of six-inch nails to a hundred-mile drop. Fun tor ali the 
family... sontof... 


LUNA JETMAN 


Lgoin'prin'this! You just can't get away from him, can you? A big, fat, cowardiy 
yellow loony superhero floats loonily past a space mine... Mark Otway of 
Shepperton in Middlesex is responsible for this unparalteted lnoniness. 


Another Francis Lee piece, Diva is based on the film of the same name about 
which | know absolutely mothing butwhich film bufis Kean and Page assure me 
Isa very chic movie set in Paris which was all about an opera singer whose name 
they can't remember and it has a very good motorbike chase and came out in 
about 1983. So there... 


dialeto, 
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Irene Gilbermenn 
PESPICE: 


Ur Film de 


Tear Deineix, 


Phew = finished for another month. It's Saturday morning, 
the streets are filled with tourists, the birds are singing in the 
trees, and I've just got my O level results. 

| may be overqualified for CRASH now - but if you've got 
any good screens stillsend them to Mike Dunn, CRASH, PO 
Box 10, Ludlow, Shropshire SY8 7DB - remember, if your 
entry |s printed you get a full-colour framed'n'mounted 
screen dump courtesy of Rainbird. (Andifyou wantyour tape 
back, send a stamped self-addressed envelope with it.) 
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Continues !H! del “2 : ”.d master criminal 
Join with the forces of W EN Pq the world has ever = 
MASK , skifully commanded Pad À dd A seen, fact or floton. 
by the brilllant strategist Matt = g This classic confiit of good 
Trakker and combat the evil of the AS) | = versus evilts portrayed with à 
vilialnous VENOM In thelr quest for | ; realism andéxcitement that can only 
dominatlon of the world. No longer need df take lis lead from the world's most Famous 
you stand by and passively observe the evil ” o || colhetton of superheroes and supervilalns. 
deeds of Mayhem and his co-conspirators. — 4 There are creations ofadventure, there are 
Here Is your chance to dig deep into yosr-ganning À “+ | «cceations ofcombat but there |s not a ceatlon 
and put your skills to the test against possibly 5 quite Ilke MASK! 
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Oremlin Graphics Software Ltd, Alpha House, 10 Carver Street, Sheffteld 51 4F% Tel: 0/42 753423 


































































EAF THROUGH ths 
computer press, and you'll 


promoting a game ora 
games, or other programs, or 


want to see your games ifthey're any 
good — buttoday's market is very 
sophisticated, so it's important to 
prepare very carefully before you send 
in YOUE Work, 

The place to begin is the program 


it, you need to be sure that it's the right 
sort of thing. k needn'tnecessarily be 
inmachine code — for some 
applications, other languages are 


is important, so you should either use 


which can be translated easily into 
machine code. For arcade games, in 


+ a 


discount shop but looking for 


programmers. The software houses do 


itself. Before contemplating publishing 


sufficient. But for most programs speed 


machine code or a compiled language 


Homegrown software stops here; professional 
programming starts. It's not easy to make that 
quantum leap, however great your games are, 

| because the business is a jungle — but, as 
programmer DAVID LESTER explains, all you 
need is luck, a head on your shoulders and a good 
pair of shoes (for trudging the streets). 


particular, t'5 unhkely that you'll 


| achieve the needed speed and quality 
find a different kind of ad, not. | 


of graphics without machine code. 

But this should not put you off if you 
can't program in assembler gr a 
compilabie language. There are several 
very good programs on sale which mil 
do the programming bits of designing à 
game for you — mainly for adventures. 
Such utilities began with Melbourne 
Houses HUR Gin the distant past of 
1984. but now there 5 also Gilsoft's 
FAWiThe Professional Adventure 
Writer). 

Whenyouve written your game, you 
should then try to view it in a different 
way as if you were buying t, not selling 
it. lfyou can, aska friend'to give his/her 
opinion about it — not just saying how 








gooditis, but how it could be improved. 


It should be fairky easy to start, so that 
people can enjoy it from day one — but 


very difficult to beat, and ideally getting 


harder as the player gets further into dt, 


PROFESSIONAL 
TOUCHES 


| There are lots of professional touches 


which can turn a good amateur game 


| into an excellent cormmercial-standara 


one, Go through allthe screen displays, 
and tdy them up till they look right — 
easy to read, pleasant to look at, 
showing the right information in a 
graphically-exciting way. H's surprising 
justwhat a difference simple things can 
make: redefining the character set, for 
instance, or putting:in skill levels so that 
beginners can enfoy ilas much as 
Hardened addicts. 

Sound effects are important, too, 




















First impressions-ate crucial = fthe | 
first few screens are bad, then you re 
unikely to find a firm to take dl. A well. 
designed lbadinp screen can help, but 
more important than this às the title 
screen, This should be interesting, 
moving in parts ifat all possible. Credits 
can be fun, or you can use several 
SCreRrs. À 

We re-looking for three basic 
characteristics, says Ocean Soltware 
Manager Gary Bracey: originality, 
graphics (though these can be slightly 
altered if necessary) and most of all 
playability, which every game must 
have. 

Look at games already on the market 





dá 
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for other ideas — but preferably adapt 
others, notsimply copying them, which 
might breach their copyright, 


NO RIGHT TO COPY 


Copyright is important = it's protecting 
your rights. You might have written the 
next Elita, but if a software house you 
| senditto claims it's written by them, 
notyou, how can you prove it? 

If you can, protect the game from 

| people breaking into it; then, in the 
code, include several copyright signs, 
with your name and the date you put 
them in. You should also display this 
Clearty on the screen — either the title 
screen, or even the normal game 
screen displays. 

Then, to prove that the game really 
has been written by you, post a copy of 
it (always make several copies of the 
latest version of the program) ina well 
sealed envelope to yourself by 
recorded delivery. When itarrives back 
atyour home, don'topenthe envelope: 
the game is sealed within, which gives 
vou proof of the date on which you 
completed if. Legally, your copyright in 
a game exists as soon as it |s written — 
t's proving that date which is difficult. 

Instead of posting it, you could leave 
it with your bank in a safe deposit box 
but the banks charge for this, and you 
need to have a bank account, too. 

- Oryou could consider the National 
Software Register (see the article with 
this feature). 


PRESENTATION 
POWER 


your game is about, you should write 
quite detailed instructions, perhaps 
with some hints on how to get deep into 
the game quickly. Also, record a copy 
ofthe game onto a new, clean cassette, 
The mare professional the program 
looks, the easter it will be to see its 
commercial potential. 

Nowyou should be ready to send the 
next Number One to possible 


to yours already on the market; ff they 
are very similar, select competitors of 
| the firm which publishes them = no 

| Software house will market two games 
the same. But if a particular house just 
| publishes games in a similar style (like 
| arcade, strategy, war, or adventure 

| games) then it's worth approaching, 

| 3ay5 Firebird's Colin Fuige: When 
designing a game compare it with our 
present range — that should give you 
some idea of what we re looking for. 

I'5 sensible to send a game to 
several software houses at once — that 
way, ifthey like it, you have a better idea 
of what sort of offer you can expect, 
and sometimes you can play them off 
against each other to get the best deal, 

Choaosing an appropnate software 
house is especially important if your 
program is slightly specialized — a utility 
or strategy game, for example. Firms 
suchas PSS and CCS specialise in 
wargames, while Tasman might be 
worth approaching if you've written a 
companion program for a word 
processor. 

But while software labelsare 
becoming-more markedly specialized, 
many of the big names are ouned by 
the same few firms — so if you 
cod pe new game to Argus, for 
the sake of argument, it might be 
marketed as a Quicksilva title or onany 
E offive or six other labels. | 
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| Sothatthe software houses know what | 


publishers. Try to spot similar programs | 





You might consider writingto Sad 
software compantes. Mastertronie, for 
example, would probably sell so many 


| copies of your game that you would 


make just as much cash as if it were 
marketed by a silghthy smaller, full-price 
software house — though advance 
payments tend to be smaller from 
budget companies. 

And some firms (for example, 
Tynesoftjare even buying - 
programmers' work specifically for 
compitations Of new games, 


FINISHING 
TOUCHES 


| Withthe increasing sophistication of 
| the games world, you might fear that 


any game you produce at home can't 


| be as good as something produced by 
tears of programmers working full- 


time for the larger firms. Well, the 
problem is surmountable. If a software 
house likes your idea itcan provide help 


| toimprove the details ofthe game: lots 


of firms now have special musié and 


| eraphics programmers. (Indeed, some 


houses — suchas Code Masters have 
been advertising for such specialists 


* recently, and there'll be a feature on 
| their work in the next CRASH) 





- Programenor Poto Cooke: 
good product selis, 
not big names, he says 





Evenifyou feel your game isn't quite 
up to today's (mostiy) high standards, 
you can Still sell just the design and 
ieave the software house to do the 
coding and create the game. Copyright 
isa particular problem here, because 
though particular chunks of code, text 
and so on can be copyrighted it's 
difficult to protect the general concept 
ofa game, 


CONTRACTING 
UNIVERSE 


À contract is crucial for any agreement, 
no matter how well you get on with'the 
software house — |U s amazing how 
friendly some crooks can be when they 
want to exploit your work, 
Programmers agree that a contract 
'5 essential, whether It's the formal 30 
pages that Mirrorsoft offers or a two- 
page job from The Edge, But 
occastonally a software house will try 








to get vouto sign an exclusive contract, 
50 thatwhen you sign your name on the 
proverbial dotted line and agree tó 
assign it the marketing rights to Jet Set 
Willy 17, or whatever, the contract also 
legalhy obliges you to offer the same 
firm first refusat on all programs you 
write for the duration of the contract, 
This should be avoided at allcosts. If 
you do want to write more than one 
game tor the same firm (which many 
programmers do when they get on well) 
you're free to do so, butif you vesigned 


| an exclusive contract and things po 


wrong vou might have legal problems 


| tringto write new stuff for other firms. 


Try to retain the actual copyright to 
the program and sell just the marketing 
rights to each particular computer 
versfon, that way you control 


conversions and will get pald for them. 


(Usually the original prógrammer gets 
only royalties from conversions; 
whoever writes the conversion 
program gets à lump sum.) 

One problem with retaining the 
copyright is that you'd have to pay your 
own legal expenses if you wanted to 
take someone to court for breach of 


would probabhy help — after all, it's-in 
the publisher's too to prevent rip-ofis. 
Try to include a clause which 
automatically returns all rights 
assigned under the contract to you in 


| the event of the software house going 


bankrupt, ceasing to trade, or being 
taken over by new bosses with different 
ideas. History has shown that eventhe 
most seemingty stable of software: 
houses can go bust at very shortnotice. 

Check what is said about foreign 
sales — these often yield shghtly less 
royalties than UK sales, but some 
software houses do more business 
abroad than in the UK. Also check to 
see whether the contract makes any 
comingency plans for your title being 
sold to a compilation, which is another 
growing trend. 

It's sensible to include a time timit 


within which the firm must have 


launched yourtitle, (Om one cccasion, | 
apreed to license the rights to a game 


| inMay, and itstilwasn't launched that 
| Qetober;inthe November, the software | 


house went Dust! 

H'5 usual, too, to seta limit on how 
long the software house has rights to 
the game, Contracts usually run for two 
vears, but limiting itto one year means 
you can negotiate with budget firms or 
compilations for the rights after the 
game 5 sales at full price have died 
down (most arcade games reach their 
sales peak within a few weeks). 


OF BIRDS 
AND BUSHES 


And now the big bone of contention - 
how should you be paid, and how 
much? Most people prefer money now 
rather than the promise ot it in the 
future; but you have to weigh up several 
factors. How much money will royalties 
Eive you jno-one can really answer that 
accurately), and over how long? How 
much interest can you eam on the lump 
sum being offered, and does itamount 
tothe difference between likely royalty 
earnings and the lump sum? How much 
arê you prepared tó give up for the 
certainty of getting something? 

There are mo pat answers. 
Programmer Christian Urquhart (Daley 
Thompson s Decathlon) reckons you 
might get about £5,000 as an advance 


| andas much as 20 per cent royalties 


on all sales, on a typical contract, but 
then what'sa typical contract? Other 


Re 








estimates place the royalty figure 
closer to 10 or 15 per cent. 

Ideally, you'll be offered a 
nonretumable advance on royalties, 


| which gives you the best of all wortes: 
| money now, yours to spend or eam 


interest on, and potentially high 


| earmings if sales po well, 


What royalty rate should you accept? | 
Budget houses will inevitabhy offer you 
less money per copy sold than full-price 
houses will, but a budget came can sell 
tenor more times as many copies asa 
fulk-price, Try to get some estimate on 
sales figures from the software houses 
you talk to, and calculate likely 
royalties. 

Differences in advertising, 
distribution, the label's reputation, 
packaging, and how much fine-tuning 
your game will get — all can affect sales. 

Be caretul to note whether the 
royalty rate you are offered refersto the 


| retail price (te what the public pays for 


the game inthe shops) or the wholesale 
price fia what the shops pay the 


| software house and distributors for it], 


and whether these figures include VAT 


| ornot. Your payment will be calculated 
copyright. But a friendly software house 


from the “basic” price, which doesn't 
include VAT. = 

Ifyou hear dodey things about a firm, 
leave itwell alone; most industry gossip 
has some foundation, and evenifa firm 
Es simply unpopular that can mean 
lower sales or bad reviews in some 
magazines. Probably most sharks have 
been found now, but some may still be 
lurking around = so talk to other 
programmers with the software house 
before you sign a contract and see if 
they're well-treated, “Most 
programmers are taken for a ride from 
the start, says Jon Ritman (Head Over 
Heeis), burnt by an early experiençe: he 
got only £150 out of his first published 
game, the successiul Namtir Raiders. | 

Finally: don't give up too easily. Just 
because you'Te new tmean you 
won't succeed, even though some 
software houses receive as many as 
100 games a week from hopefuls; 
uniike (say) the pop industry, explains 
programmer Pete Cooke (Micronaut 
One), “it's not about an image” — 
software houses are just looking for 
good games. And if you honestty 
believe yours isgood enough to sell 
keep hawking it around till someone 
agrees with you! 





SIGNING 


ON 





THERE'S NO LAW in Eritam specificaly 
Bovemina copyright on computer programs, 
though other software centres like America and 
Japan have such legislation. To protect games - 
or other soltware — here dis essential to have 
proof that you wrote it andof mhenyou wroteit. 
That's What the National Software Register 
provides: it's an impartial, though proftmaking, 
organisation which programmers can use, You 
simply send im a tape or disk with your work on 
and for a fes the NSR will store dl = for as long as 
you Eve and SO years thereahter. (Mhen an 
author's been dead for 50 years his work passes 
into the public domain — no-one can hold the | 


copyright 
The NSR's Gerald Coleman sees à growing 


| legal problém in software copyright. 'After 8 he 
| Says, there will come & time when the output of 


compater programs excesds that the 
published word. 
| ed Chase Side, Enteio, 


| Migdiesex ENS ORA 










- ORDER 


DEATH WISH 3 Gremiin Graphics 25.40 
EVENING STAR Hewson 26.40 

SAMURAI TRILOGY Gremilin Graphics 25.40 

mr Mind Games £7.20 

MEAN STREAK Mirrorgoft 26.40 

SUN STAR CAL E7.20 

HOW TO BE A COMPLETE BASTARD Virgin Games 26,40 
REBEL Virgin Games £7.05 

GFL CHAMPIONSHIP FOOTBALL Gamestar E 7.99 
CHAMPIONSHIP BASKETBALL Garmestar E7.99 
CHAMPIONSHIP BASEBALL Gamestar 7.99 
GAME OVER Imagine £ 6,40 

HYBRID Starlite E 7.20 

LAST MISSION US Gold L6. 40 

THE FIFTH QUADRANT Bubble Bus E 7.20 

THE TUBE Quicksilva 26.40 

FLUNKY Piranha 25.40 

THE ARMAGEDDON MAN Martech 210.40 
CONFLICTS IH PSS £6,40 

ROAD RUNNER US God 7.20 

CONVOY RAIDER Gremlin Graphics 26.40 
MUTANTS Qrean E.40) 

WONDER BOY Activision E 7.09 

BRIDE OF FRANKENSTEIN 39 Steps E7.20 
PROMIBITION Infogrames 26.40 

LEVIATHAN English Software 26.40 

NINJA HAMSTER CRL 26.40 

CATCH 23 Martech 26.40 

HADES NEBULA Nexus 26.40 

CHALLENGE OF THE GOBOTS Reaktôr [7.20 
THE LIVING DAYLIGHTS Domark E7.95 

THE MYSTERY OF ARRHAM MANOR Melbourne House EB.40 








|GREAT NEW AGGIE 
BUYS AT GREAT NEW 
AGGIE PRICES 





BATE ATHENA ESSE nc 
HOTSHOTS cante | [BUDGET BREAKS 





| MASKI 6-PAKVOL.2 | |Buy THREE £1.99games Take your pick from the 
RE pé - and GET ONE £ 1.99 | | 
Gremiin Graphics £6.40 Hit Pak 29.95 € ad budget bundie 
| HYSTERIA SURVIVOR 1.99 GAMES 
| sottware Projects £6.40 US Goldr7os| [ONE ne 6” HEIST 2012 Firebird PLEASE NOTE: fila oltor te sntdactonty o 
| BALL 2 Firebird Silver extra discounts and a ioga CRASH 
Mirrorsoft 28.40 Reaktór 8.99 ço, 99 GAM ES GRAND PRIX SIMULATOR Code Masters pt ri ar 
XECUTOR TRIO DRAUGNTE | a gl q das pd 
Ar na ani | sa ds Etreborel Silver availábie, but CRASH cannot guarantee 
|soLomon'sker sLAPFiaHT | | FASHGORDONMAD.  SULER MANO e Met apo EI cod mobo ada 
us Gold £7.20 imagine £7.95 FOIDRUNNER MAD. | Lp od 





SPECIAL DISCOUNT OFFER 
| woutd like to order the following game(s) as they're at such fab and 
groovy prices thanks to Aggie's sudden burst of generosity. I've listed 
below what | would like and |'ve enclosed a cheque or postal order for 
the correct amount, made payable to NEWSFIELD LIMITED, 

Prices include postage, packing and VAT im the UK. Overseas Orders: 
please add £1.00 per order for Europe, and £1.50 (normal mail) or E2.50 
(air mailj per order tor all other countries. 


] 
4 L 
| 
| 


PPSTRIREICAALRIRINLA LAI RIAA LARI SL LILLE TES CETTE EEE 


nara rodisranidioreperqaftoróicispábinigi iqáiddnds ins gds has oO TOTO en 


BasbnsbbdiaaadRibacga baga ÁGATA Sad A 


PLEASE DEBIT MY VISA/ACCESS ACCOUNT . PERSA 


Iwish to pay by Visa/Ãccess (deleta as  applicatia) 





FREE BUDGET GAMES — do 


P&P included 


Signature Expiry Date 
Please Charge My Account No: 












a MAIL ORDER, PO BOX 20, LUDLOW, 
(nJ SHROPSHIRE SY8 1DB 








MONTY 
CORRECTION 


It's boo-boo time [you know | 
never make them really), and 
another spanking for me. In 
Issue 43 the PORKES for Monty 
On The Run had one line 
missing. Line 30 should read 
LOAD'TCODE. lt must be my 


eyestight getting bad or 
something because | couldhave 
sworn itwas right on John 
Bramley's letter. Oh well, lhanks 
to Andrew Swain for pointing that 

| out, and Fm sorry for any 

IN inconvanience it may have 

| caused (but cheats never 

prosper. my oldagranny told mel. 


The garden's gone berserk, what with steamy rain, tropical heat and 
a full schedule at CRASH Towers. Sadly, no-one vet has come up 
with à POKE routine for weeding, pruning and incinerating the 
rosulting rubbish. It's small consolation that the mail bag's full this 
month of POKEs, cheats, and maps for getting through games, but 
there you are. 

Thare are POKEs for Hewson's Zynaps as well as Great Gurianos 
and Airwvoll liftrom Elite's Tro compilation, and of course lhe usual! 
wild selectiontrom that great POKESter Jon North, Butthis months' 
top Tipster Award goes to Mark Hannan for his map of Imadgino's 
Game Over. That's £20 worth of software on ita way to you Mark 





4 REM MULTIFACE ONE OWNERS CAN . 
10 De O: PAPER O: INK 7: BRIGHT 1: 0! 

CLS Tr 
SN, car cosmos” 
or E ineo HACKEDBY TONY 1º. 





































rar e e Er pt cl re E e Em pes a e 
2 Destroy all [E à | & The first three levels Gi AD“ "CODE | I 
"doneby shootingthegreyblob. | (MNE of Ceres, tha tunr | o! SO POKE 65225,60: POKE 65226254 jo 
jon! shoot the eggs, it wastes |  Gatiymede and th e! 20 POKE 64932,0: POKE 849420: P io | 
nec one é lei 649590 Ui 
e! 50 POKE 64961,0: POKE 64965,0 Lo 


“1 00 FOR N=65084 TO 65115: READ A: POKE 16] 
le! A: NEXT N A 9] 
| 110 DATA 33,84,254,17,0,04,1, & 
*: 450 DATA 0,237,176,62,0,50,8.91 o 
[91 430 DATA 62,64,50,9,91,195.0,91 º 
an! 46,136,195,0,128 
1 440 DATA 62,0,50,1 ? , e) 


|º! 450 RANDOMIZE USR 64750 | 


AUF WIEDERSEHEN MONTY 
SOLUTION 


The travelling rodent has at lastfound the solution to his quest in Auf 
Wiadersehen Monty. t comes from Mark Balham of Ilpswich, and he 
informs me il isn't the onhy solution. Mark finished the game with 
25,823 on the clock, so if you can better him you should be doing 
well. Just follow the list, [is for left, ris for right, d for down and u 
lamazingly enough) is for up. 



























From the start go uu, u.geticket, u,),r,d.r,u,r,onlyget thelefitcheque, Er WOLF - O a 
dd, dr get football, |, u;r, leave cape, burma rei u ru, DO cao e Sape 
| rgetcorm ua rro dori uu u go lgf through the wall du, go | 1 1 REM erro 
| night through both walls d ret du du u,| leavebeer, | u dr, 1 ei POKE 534/71, ei 1 4,0 
ticket, u, |, touch boy, rd. u, U,u,tliv;d, get stesring wheel u, flv dd. |, | " 4n BORDER O: PAPER O: INK 7: BRIGHT 1: E 


ticket, fly, dir cu rrd uy ul getmona lisa, ur, u. go night through wall | ad 


ONE OWNERS CAN 





1 
18 
























| 
O, r. Fr, get tools, d. touch cabla car, d, u, |, 1u, ticks, er. fly ru, |, 18, ni 
ticket o doutytdL Lenda cd Melao drurddLo,r, o! 20 CLEAR 60000 la 





RE | am. | 44 MIBIWWOLF II" | 1 
dr, dr, 0,1 ticket, fly, Ucket, dd, rd, touch lady, rn, ticketyd. rd, |, d, | 30 PRINTATAO,) 1 AIR Pepe PE” | 
gu; Eu dod, L toych fença, ru u fly ticket flyid do rrnerd ca. é 40 PRINT AT 12,1 1;FLASH 1; ita add çã e 
ticket, fly, get bacon, d, dd, fly rd. u fly dr dr dr dd, | AND 8, 50 PRINTAT 24 5:INK5;" HACKED B NT o 
THAT'S MT! (Remember to collect all the tems that are not stated above õ! | 


| 
= & 
except tickets.) | AND DAVE , 


| : | 91 so LOAD“"CODE 64752 o 
GALLETRON... 

























| 
oo 5205 60: POKE 65226,254 Ve 
o! 50 POKE 64934,0: POKE 649440: POKE tg 













| cgi | Vo: e 

“«« didn't appeal to Al and Rick | and a message should appear “| 64961,0: | 
from Pirton, Hertfordshire, so | saying “cheat mode”, When play e! 90 POKE 64963,0: POKE o a: POKE 1º | 
they broke the protection and begins you'll be blessed with | e! 400 FOR N=65084 TO 65115: REAL A a 
discovered a wee cheat mode. infinite lives, but an old Indian Da | 











8; NA: NEXT N | 

e! 110 DATA 33,84,254,17,0,6 4.14, | 
| 6 120 DATA 0,237,176,62,0,50,8,91 ja 
a! 130 DATA 62,64,50,9,91,195,0,9 A a 
e! 140 DATA 62,0,50,223,208,1991, o | 
“e! 150 RANDOMIZE USR 64752 


When the game has loaded, | guru once told me that immor- 
press SYMBOL SHIFT once so tality isn't all it's cracked up to 
| everything stops. Then press C | be. 
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S TAR FOX 





10 REM STAR FOX BY JON NORTH 


20 CLEAR 25300: LET T=0 
30 FOR F=32768 TO 32850 
40 READ A: POKE FA 


50 LET T=T+(F-32758) * A: NEXT Es 


60 IF T=501844 THEN STOP 


20 LOAD" "CODE: RUN USR 32837 a 
l 


20 DATA 50,21,255,122,254 
90 DATA 46,192,62,50,50 

100 DATA 84,205,33,21,255 

110 DATA 34,85,205,62,195 
4920 DATA 50,58,91,33,32 

130 DATA 128,43, 59.91,195 
140 DATA 0,91,50,107,92 

| 450 DATA 33,49,128,17,204 

160 DATA 91,1,11,0,237 

170 DATA 176,195,61,91,179 
180 DATA 50,36,140,195,31 
190 DATA 231,128,223,181,209 
200 DATA 177,144,141,139, 151 
940 DATA 206,198,199,200, 82 
an) DATA 205,50,84,205,99 
230 DATA 0,128,34,85,205 

' 240 DATA 195,0, 205 


E E | 40 REM ROCKMAN BY JON NORTH |! 
| | 


20 LET T=0 
30 FOR F=32768 A 32821 
40 READ A: POKE F 
50 LET dpi dr A: NEXT F 
80 IF T=177518 THEN STOP 
70 RANDOMIZE USR 32768 
80 DATA 33,13,128,17,22 
o; 90 DATA 94,1,50,0,237 
100 DATA 176,195,22,94,175 
K 110 DATA 55,221,33,104,94 
| 420 DATA 61,17,29,3,205 
130 DATA 86,5,48,241,62 
21140 DATA 95,50,62,95,50 
|| 91 150 DATA 72,95,50,82; 95 
DO] 21 160 DATA61,50,85, 95,195 
E 9! 170 DATA 20.95, 175,50,80 
91 180 DATA 145, 195,56,99 





| THE LIVING DAYLIGHTS 








| Iitha program has alo 


| the statementlora 1751 gta statement tino end Joke iroendot 
numbers itárethe 


| POKE, Forexa dar ódio dose dons jo 
“Issue 42) - DATI $7880.214216 Moser mesa olho POR holy CRASH, 


| To get the actual POKE number ty 
55 ESTO 0. 0 o here you d use 216 en + 214, which is HIS BASTO e P POKE 


2 E SAO 
| AR GLIDER PONE s4421 0 Infinite missiles. 







ore Jon Nort 
at said, because he's h | to a down on something the 
irpl a exams (phew!) and iron ofa ping-pong bat idont | 
my desk at the last press er and then 
together) to 


moment (how itfound thespace | goto the next level. 


10 REM THE LIVING AVLIGHTS 
11 REM BY JON NORTH 
12 REM CRASH SEPTEMBER 8/7 
20 CLEAR 32970: LET T=0 
30 FOR F=65280 TO 65320 
40 READ A: POKE FA 
50 LET T=T+(F-65270) * AINEXT F 
80 IF T=143617 THEN STOP 
70 INPUT “LIVES? Y/N"; AS | 
80 IF AS= “Y THEN POKE 652810! 
90 INPUT “LEVELS? Y/N — | 
100 IF AS= “Y” THEN POKE 65286;2 | 
| 410 RANDOMIZE USR 65299 
120 DATA 62,53,50,4,152 
130 DATA 62,1,50,8, 153 
| 140 DATA 195,0,145,221 9º 
150 DATA 203,128.17,124,1 
| 460 DATA 62,255,55,205,86 
170 DATA 5,48,241,62,128 
480 DATA 50,232,128,62,259 
+90 DATA 50,101,129,195,216 
200 DATA 1 128 


O Re AL 
RE UNRTON L MULTIFACE 


Oumers of this little gadget 
POKE routines. Tha way to Corvartnormairouins o he Mu 
the 








tifacs is quite simple, «s Tom | Pica from Exmout, Devon as 


























Moves (same issue, us, pago 7 oO Ei tobe rei way, as in Army 





221,89,221, as: 221 "4a assa ao, 101254. 


Sata pokes work out at PO 
- sy na doesn't acesa O: POKE 65125,0 
















239, oa POKE 49249 à 
ER (48): POKE RR Ss 


een 
NIPPER: ORE 44278,58:POKE 44285 58 — = Invincibility 
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G AME OVER greater, such as the Giant Órko 
a | and the three giant robots. The. | 
best tip for these screens is to stay 
The Dinamic newie from right back at the screen entrance 


disco and crouch down. Shoot 
aba Ho Li be ane land mn | continuousty, and when the bullets 
pa sob lo bos aren't coming so fast, leap on the 
clever?) so here aro tipa from BRR Anjou a rena DA 
cria E Shep art Et so ontait the air. To avoid the bullets ft 15 
aiii als near Hull), which useful (especially on the screen 
may be of dao, And ih a thard's with the three robots) to duck 


down whilst shooting. 
also the map of level one from > 
Mire Hari For the second part one useful 


tip is the location of the POW 
screen, which is found by going 
On the first part, when shooting down the first lift and continuing 
open a barrel always tryand getin right along the first platform. 


| frontolitand shoot back. This way To get past the eye at the very 
fa bomb comes out you don't top of the prison you must 
have to jump it, you can just walk repeatedly shoot the top statue (its 
off the screen. eyes will hight up) untilyou obtain a 


Grenades aren't much use, so shield. Also duck down when 
try and save them for screens 11 shooting robots as their bullets are 
and 19 where the hazards are at mid-height, 


Wihere's a Multiface One kicking around you may like to stick inthe 
spectrum and enter these codes for Game Over from Marcus and 
Damian Conway of Smithills, Bolton - there again, you may not. 


Level One Level Two 
Sus O Imimite ves “ABBOTT O Infinite live: 


Ed 
Pç E, 








EXOLON 


At last! The long awaited Exolon | shire is responsible for the hack, 
POKEs to take some of the pain | which came in on a tape - isn't 
out of Hewson's fantastic new | modern technology wondertul? 
game. Craig Wilkinson from Che- 








10 REM EXOLON CRASH SEPT 87 

20 REM BY WICKED WILL ia sie 
o SÓ CLEAR 25499: PRINT AT 11,2; PLAY le 
e: — EXOLON TAPE FROM START": INK 7: te 
9,  LOAD“EXOLON"CODE . o 





















6 | E a 
ET A=25500 | | ' 
o; dO READ B-IF B<>999 THENPOKEA 8: LET io | 
o; A=A+1:GOTOS50 o o 
a! = E 1 
60 RANDOMIZE USR 25 1a 
o| 90) REM DON'T DELETE LINES 100 OR 140 | 
e) 100 DATA o 
e! 330,252,17,80,195,1,19,0,237,176,62,20 19 
Í e! 15099,195,205,80,195,33, dh 
e o! 184,99,34,111,254,195,19,252 e 
1% DATA 
e o! 5 050,29 /157,38,0,0,34,125,104,34,77,1 is 
E | 49 REM INFINITE LIVES EA 
| *1 420 DATA 62,0,50,110,131: REM INFINITE ao 
Eos E BULLETS RE 1º 
Pg é 140 DATA 62,0,50,80,146: REM INFINITE Le 
lda e, GRENADES o 






8 


| F ai j 
A nd o 
o 


0! 40 DATA 195,96,109,999 ie 





For Multiface One owners: Infinite lives: POKE 
40221,0:POKE 26749,0:POKE 26750,0:POKE 
28749. 0:POKE 28750,0 

Infinite bullets: POKE 33648,0 

Infinite rockets: POKE 37458,0 
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SATCOM 


Dial the number given on the 

| inlay (515-626160 same cach 
game), you will get through to a 
company called GLOBAL 
ATMOSPHERICS UK, Press 
space to return to control, 
select ANALYSIS - select DATA 
Work OUL Code 

Lial GLOBAL - enter code 

Select No. 2? on menu - press 

1 «Ton menu = 
pres ce, à tnird option 
appears, select No. 3 on menu, 
Press Space to retumto control, 
select ANALYSIS - select DATA 
Work DUtCÓOdE. 

Dial GLOBAL, work your way 
back to second code. À 
teiephone list will be displayed, 

| note down the Numbers. 

There's no point in phoning 
NASA yet because SATCOM 
cannot work out the code. Itis 
however, located at CREATIVE 
ELECTRONICS LTD [CEL). 

Ifyou dial CON you willindegd 
be CONned, since allgetis a 
system overioad. 

Dial TECH TRANSMITTERS 
LTD (TTL). Press Space to retum 
to control, select ANALYSIS — 
select DATA, work out code. 
Dial TTL -enter code, note down | 
which satellite has had extra 
equipment fitted. Press Space 
to return to control. 

Dial LION, press Space to 
return to control, select 


COTTILTTITUUDCOEeESETS 
a o ETA ad 
Pa colas a =. Ea na a 


Ra) pi doe 


EA Dr 


DuUicode. 

Dial LION — enter code. Note 
down the load code No. for the 
AD COUNT DOWN software, 
press 5pace to retum to control. | 

Dial CAMEO LASER | 
REFRACTORS[CLR) Notedown E 
the colour order of the top four 
colour bars, ie (red-purpla- 
green-blue), press Space to 
return to control. 

Dial CREATIVE 
ELECTRONICS LTD (CEL). 

Press 5pace to retumto control. 
SeleclANALYSIS = select DATA, 
work cut code. 

Answer (N) then [Y). Note 





wizard awaiting you, flailing his 

arms about! 
* Now his smoke has gone, walk 
towards the lamp and leave it 
somewhere safe. Now this is the 
order you should collect them: 
Pick up the BOW, then the 
STRING, drop the STRING, pick 
up the QUIVER, drop the QUIVER 
and pick up the LAMP. Now go to 


| And now, after making vou wait 
for simply ages, here's what 
you've all been waiting for, the 
final part of the Sceptre Of 

| Bagdad solution from Robert 
Gorst. H you're not a regular 
CRASH reader (and how come, 
seeing as it's Ilegal not to be?) 
the first part was printed in Issue 
44 (September, which is last 


axles of the drawbridge. Grab 
the SLIPPERS where you left 
them and walk across the 
drawbridge. Walk right to the 
o coals, walk us these and 
sep going until you to an 
island, Take the BO but don't 
drop the SLIPPERS. Walk back 
over the coals and orop the 
BOW in a place where you can 


month = so wasn't that, long to remember Tt. theroom first left from the start, go down the NASA ident code and 

wait, now was 7). 2 The STRING: First get the through the door, down the Pedido ress úpace, 
INSECT NET from the same banister, left, left, and left again RA PER Pee ra 

You should by now have a floor as the opening wardrode until you get to a SEE-SAW (ahh). | Erina setect correct satelite 


(you noted it down) enter AD 


MIRROR and a FISH HELMET. Go COUNT DOWN code (vou notad | 


and next to the blue and yellow 
back to where you left the 


bean bag(*), take the NET to the 


Walk to the end of the SEE-SAW 
then he will aim his BOW and 


SHARPENED TRUNK, pick it up BEE which came from the HIVE | ARROW at the STRING, the A OP DR 
and leave behind the FISH and it should go. Your NET is BOULDER hanging from the editado Lo potes psd pg A ug 


Space againto returm to control. 
seleçt ANALYSIS -seleci DATA, 
work outcodea. 

Dial NASA and repeal this 
procedure on the other two 
codes. 

After you enter the third code 
(Auto Destruct) and provided 
vou are trying to destroy the 
correct satelite and the correct 


software +5 loaded (AD COUNT 


HELMET. Now go to the room 
which is one left from the starting 
room and enter the door. Slide 
down the banister, qo left, left 
again, walk to the left and get rid of 
the Medusa, and then go left again 
tokillCyciops. Go all the way back 
to the room to the left of the start 
and follow these steps to make a 
BOW, QUIVER and LAMP with the 
STRING: 


now full. Go to the firstroom left 
of the starting room and take the 
SIVORD, without dropping the 
NET. Go through the door, slide 
down, go night, go towards the 
STRING and jump atitto colleet 
it. Leave the STRING 
somewhere safe. 

3. The QUIVER: This is easier. 
Just go to the empty statue 


STRING will now drop onto the 
other side of the SEE-SAW and 
catapult you into the Sceptre 
room. The SCEPTRE isona 
pedestal and you must take it and 
get teleportad by the clouds. lfyou 
dor't get the SCEPTRE and 
teleport then repeat the process 
again, starting from the point 
marked *. 


the balcony, one room night 


the shops, and the furthest 
room on the night contains a 


the whee!l's spokes on the 


full AXLE. Go to the oyster 
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1. The BOW: Take the WHIP from 
from the start. Then take this to 


BULL and WAGON. Jump upto 
WAGON and you should have a 


room, turn right and replace the 


pedestal, jump to the top ofit, 
fall down and take the QUIVER, 
leaving it somewhere safe. 

d The P: Take the WHISK 
from the room with the 
BEACHBALLS, three rooms 
away left of the start. Go to the 
green platform between the two 


trees, (past the wardrobe room, 


down the stairs and right). Use 
the DOOR KEY, go down the 
hole, and there should be a 


you get the SCEPTRE, just 
keep going night until you have 
reached the balcony, walk to the 
edge and you have completed the 
game with 100% 

Handy tip: ifyou can try and get 
someone to read out the solution 


whila you play the game, it's a big 


help, but ifnot, readitontoatape 
and play t back, But you'd already 
thought of that, hadn't you! 


DOWN), then you will arrive at 
the orbital YVDU display. 

You must now arrange the 
coloured boxes in the order oí 
the cotoured bars in the CLR 
advert. The way to do this is to 
place the last cotour first and 
then the second colour, etc. 

And that's it, you've eared a 
medal! 































| - À Em 
2 LETT=0:LET W=1 

o! 5 FOR F=32000 ago 32170 

e: 10 READA:POKE F, 

| e! AS LETT=THA* WiLETW=W+ 

e 20 NEXTF 


e! ERROR": STOP 


HEELS TAPE” 
| 50 RANDOMIZE USR 32000 
º; +00 DATA 221,33,203,82,17,234 
8! 440 DATA 6,62,255,55,205,86,5 
| 04 450 DATA 48,241,243,237,94,33 
| e! 430 DATA 44,125,229,33,173,98 
9! 140 DATA 229,51,51 17,163,252 
| 01 150 DATA 1,22,3,33,253,94,62 
e! 160 DATA 202,237,79,195,173,96 
| 61 170 DATA 33,70,125,229,33,199 
e! 180 DATA 252,229,51,51,17,209 
| e! 190 DATA 253,1,232,2,33,209,252 
e: 200 DATA 62,198,237,79,195,199 
| 6! 210 DATA 252,33,209.17,200 
| 590 DATA 138,1,92,0,237,176,33 
“| 230 DATA 228,138,34,233,158,94 
| 240 DATA 237,138,33,218,138,94 
9: 550 DATA 245,138,33,255,138,34 
| *, 560 DATA 9,139,62,195,50,29,139 
| 9! 270 DATA 33,116,125,34,30,139 
81 280 DATA 195,209,138,175,50 
e! 290 DATA 166,255,62,195,50,99 
e! 300 DATA 255,33,250,250,34,100 
6! 310 DATA 255,33,145,125,17,250 
e! 320 DATA 250,1,50,0,237,176,195 
| e! 230 DATA 55,255,33,0,0,94,113 
e! 340 DATA 163,33,34,25,34,115 
| e! 350 DATA 163,62,33,50,120,163 
o! 360 DATA 50,123, 163,49,255,255 


e! 370 DATA 195,48,112 











| 
o! 25IFT<>1764297 THEN PRINT “DATA 1 
| 6) 90 PRINTAT 10,1; START HEAD OVER 





À HEAD OVER 
HEELS 


Following the POKES | printed 
two months ago, the intrepid 
duo now have a cheat to help 
them in their quest. It comes 
courtesy of Scott Dickson from 
bonny Scotland, 


MODES 


A being authentically called 
Thistle trom Scotland sent in 
some realhy useful cheat modes | 
and codes for brand new games. | 
And FR Stewart finished off the 
list with some cheats for Cobra 
and Jack The Nipper. 


















| | EXOLON Go to redefine keys | ERREI 
mode and then type ZOBRA for | ERNEST 
Infinite lives, | wu Bill. Ela sw [O Da! 
ROAD RUNNER While in the | ia 
options screen, and during the | 
scroling message, press B 
together for infinite lives, and 
WVYKELO to ses tha end sequence. 
MOUNTIE MICK'S DEATHRIDE 
Once the game has started, press | 
K once to become invulnerabie to | 
| | bullets, 
| COBRA Press the Space bar and 


£ or X, and it slows everything 
down, 



































JACK THE NIPPER Go to the 
police station with the hom and 
toot | at the safe. Your 
naughtinass will rise, 
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10 REMZYNAPS POKECRASHOCT87 tg 
| e! 20 REM BY MEL THE CHEAT e 
| e; 30 BORDER O: PAPER O: INK 7 1º 
Ed o 80 INPUT “HOW MANY LIVES (1-255)?“,N 1º ea 
e! 70 INPUT “INVINCIBLE (Y/N)?”,AS ie o 
e! BO IF A$='"Y" THENLETI=201 | 
| é! 90 PRINTAT 11,0:"START ZYNAPS TAPE 16 |) 
| e! FROMSTART” eo 
| e! 100 LOAD“"CODE | e |. 
| 410 POKE 64531,214 o 
| *: 430 RANDOMIZE USR 64512 o | 
| fi 140 POKE 65115,15 o 
| º! 450 FOR|I=23811 TO 23323 61 
| 91 160 READ A: POKE FA: NEXT F de 
— | ei 170 DATA 62,N,50,208,175 e) 
— | e! 480 DATA 62,1,50,95,155 E 
"| e! 190 DATA 195,0,128 e 
| e! 200 RANDOMIZE USR 65082 bd | 





Well, that's the fun over for another month. Thanks 
contgbutións, Dul pés LO 
can t reply to them. H vo 


tor all vour 
all tha letters with SÃEs because | 
o  Gesperate to get Ups on older games, 
Um afraid you'll just have to get ba 
division of Newsfield Empire: 


ck numbers from the a ppropriate 


5 à nc (talk to Aunt Aggie, aka Carol 
Rinsey, aka she who lives in the basement). Don'tforgetto send all 
your tips and PORKEs to the usual address. which is LLOYD 
MANGRANM'S PLAYING TIPS, CRASH, PO BOX t0 LUDLOW 
SHHUPSHIRE SYB 1DB. As for me (secing as how it's how the small 


hours), Em offfor a well-garned c upoftea. 


CRASH October 1987 61 
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DADDY, 
WHERE WERE 
YOU WHEN 


















voUiS | for only Ló 
seia pá 
4 t; ins two THE EI | 

a lo =." . E da 





STARTED? 


The CRASH & Spectrum S oftuiaro History 
q four-part series to collect 





On the facing Dell bois aaa des ee 
supplements, which will build up into a history of e software 
over the past four years. And in the December and nas Special 
issues of CRASH a complete index to every game ever reviewed in 
CRASH will be printed to add to the part work. 

y month's Supp consists of 12 CRASH covers, presented 

4 they were iginally printed (or as nearly as we-can recreate one or 

ovo SÉ lhe earlier ones, backed by à short article written by Lloyd 
Mangram, detailing events in the month of the cover. 

He talks about the games reviewed, the sofrware houses involved and 
reactions to the software, all ser against a background of how CRASH 
happened, Intimate stories, many never before revealed, illustrate the 
roblems b eo 

dt grew to be the magazine it istoday. 

It may seem self-ind Eu fada our ow history after only 
four vears, but these have b na frenzied 1,460 days — and it isn'tonhy 
our own history, but also thai of the Spectrum computer and thé | 
enormous number of people who because of their interest, faith and 
imagination made it the most successful of machines. 

This às a retrospective, not a funeral, à celebration and nota wake. 

“The four years” worth of covers are concluded in the Christmas Special, 
Essue 48. In the New Year CRASH will be offering a special binder in 
ga the part work of covers as well as the index, which will 

ani demo review, playing tp and map ever published in 
CRASE. and many of the features and interviews besides, 
It s.not yet known what price this binder will be, but details will be 


[e 
















Ei a ACT ST READERS?! 





OFFER 1 


ns IH fa fractalled! Seeing as how | can buy Activision's Lucasfilm 
Prastige Collection at almost £4 lp than itisintheshops, whatam 
| waiting for? In fact I'm not waiting — I've written a cheque/postal order 
for £6 made payable to NEWSFIELD LTD (or I'm paving by credit card), 
and the rest is up to you. 









aiii A EE RETAS E SS MN pe published in CRASH before aid 
Sed NE RIR E A pa DR DR NOR ED Hd mom omer no Lloyd . 
FRIEND SPAS pri du nha cansada 4 dada qu o LA CI e Ga RASURAS PUPeR é ips 
Dion Dad dd Sana nos dessa Cica ana susussas POSTCODE CCI CIS LI TI TI To pen a a RE the smlire issue, amd Nu 24 pages Ve Fou at 

the staples togenher o + ig apecta | 
Send'the form off with your payment, and the compilation willbe whisked mt pages will a held together by the Praia The | 
towards you quicker than you can Say please allow 28 days for delivery' be numbered c pat from page | to 96, notas 


and “offer closes 30 October 1987'. 


PLEASE DEBIT MY VISA/ACCESS ACCOUNT É sind 


Iwish to pay by Visa/Access [delete as applicabla) 
Signature Expiry Date 
Please Charge My Account No: 





SEND FORM TO: CRASH/ACTIVISION OFFER, 
PO BOX Z0, LUDLOW, SHROPSHIRE SYB 1DB 
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| ruarv 1984 The “Chaiman', as he's now knowm, hangs in the Necosfeld boardroom, This | 
February 1284 first cover df CRASH tas not based on any particular game; but tok its | 
Issue No, 1 inspiration from the chrome-reethed, machme-oil-dripping abzen from the film | 
vs Alien. JUs really a simple gag — an alien playing Space Invaders, the screen | 
reflected wm hus-eyes. The object eras to prevtdo a strikin E ond fera ei Rous Image to | 
Released on leap off the nes shelves, and' to declare to the world! thai CRASH was very | 


January 13th 


different to existing computer magazines sojth their reliance on photographed | pr, 
hardware. ; “em , 


“Work started on the first issue of CRASH well before Christmas 1983. The editorial team, | 
which was to remain unchanged for three months, consisted of Roger Kean, Oliver Ereysi 0 
“Lloyd Mangram and Matthew Uffindell, a 17-ycar-old who had been buying software from 
“Crash Micro Games Action mail order. As he lived nearby, he popped into purchase games | 
- and somehow never quite left. Many of CRASH's early reviewers were recruited in this. 
Jashion. Matthew now works in Newsfield's art department as a senior film planner - one of | 
“the people who put the images on film, ready for the printers. |] 

At the 1983 PCW Show, held at the Barbican that year, Roger Kean and CRASH financial 
director Franco Frey roved around the stands trying to convince software houses that a really 
new magazine was about to arrive. Interest was generally luke warm, but nevertheless, by 
mid-December when the issue had to be ready, 27 pages of advertising had been sold — enough. 

“to provide CRASH with the funds to print! 1 

The original concept behind CRASH had been to provide a low-key, low-cost magazine, | 
mostly in monochrome, to attract the numerous: software houses who couldn't afford the. 
advertising rates of the existing glossies, so several of the first issues were printed on cheap 
newsprint with a heavier colour Section wrapped around. As it turned out, most advertisers 
opted for colour advertisements and so gradually CRASH became as glossy (and as expensive 
to advertise in)as the rest. Itwas while Roger was driving to Milton Keynes to watch the first | 
colour coming off the press that he was stopped by the police for speeding = at 3.30 in the 

"morning. On explaining to the officers that he was rushing to a birth, he was ler off with à E 
caution. He's never broken a speed limit since... | Ro 

Issue One had lots-to offer, including an amazing 60 reviews, the first time ever so much 

space had been devoted to Spectrum games. Among them were notables like Zaxxan from 
“Starzone, à bunch of youngsters who later got into a legal wrangle with US Gold when the | 
“official version of Zaxxon was released, Bugaboo (The Flea) from Quicksilva, which got 92% 
“and would have been a Smash had there been Smashes in those davs, and of course the Game | 
“of the Month, Micromega's 3-D Deathchase — still a great thrill to play. Programming 
innovations were still largely a thing of the future, but Sandy White's Ant Attack (Quicksilva) 
raised some eyebrows, although I remember Matthew and | feeling that it lacked something 
in the gameplay. | 

Then there was the fabled Living Guide, which was to run for the first fgur issues before 
it became too unwieldy to cope with. It Listed everv game vou could lay vour hands on under | 
classified headings like “Platformers”, “Maze Games” and so on. Matthew and another young | 
reviewer, Chris Passey, provided a comparison of Invader/Galaxian games in Run It Again, 
Franco reviewed and compared joystick interfaces, we launched the first ever readers” hotline 
chart, and offered readers the chance to become a CRASH reviewer in à competition. 
Interestingly, one of its runners-up was a young man by the name of John Minson, but more 

“ofhimmuchlater... SE, 
We also profiled Rabbit Software, Blaby Games and Carnell, who were finishing their | 
| miuch-heralded Wrath of Magra. And to round off, [did my firstever look backar the software 
year, The weakest spot in that first CRASH (and for several issues) was the lackofa proper 
adventure reviewer. Buried deep in the Living Guide were mini reviews of Star Trek and 
Velnor's Lair, two games from a tiny outfit called Neptune, operated by one Derek 
Brewster ... | 
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March 1984 Coming from à film-making background, Oliver Frey loves powerful images and 

º classic Thirnes and Fories monochrome movies, interests never better rejiscied 

| Issue No. 2 than in the second CRASH cover. It celebrated the probiferation of Donkey 

Kong clones on the Spectrum qt the time, and related to the Run Tt Again article 

tm the vssue compara Mario's many attempes to rescue fts girl from the overgronm 

Released on ape's clutches. Note Kong's covabier treanment of the Spectrum tiself — Oliver is 

| | to use the computer repeatedly in cover illustranions as a plaver in che drama, quite 
February Lóth revolutonary in 1984. 


K was a bit of a conceit to state on the cover *Over 400 Games Reviewed” (345 were in the 
“Living Guide), but the gung-ho exclamation ideally indicates the small CRASH team's 
“euphoria at public reaction to Issue One = we wanted everyone to know that we were the 
“biggest and the best! 

- Attitudes within the trade were equally invigorating; several specialist shops acclaimed 

"CRASH as the long-awaited Spectrum Bible. Even Computer & Video Games sent us a 

“congratulations card, but 1 fear they saw us as no competition, merely a local fanzine to be 

| encouraged; few people at the time realised that as many as 50,000 copies of Issue One sold 

“nationally. It was a heady figure and one not to be repeated for quite some time. 

February's weather, however, brought CRASH down to earth. The schedule ran late. 

“Oliver worked for 30 hours nonstop to complete Terminal Man, while John Edwards, newly- 

- recruited advertisement manager, stood: anxiously by, waiting to take the layout boards down 
“to the London printer who wanted to start at 9.30am. John had to catch the 6am train from 
“Birmingham New Street. At 4am on a freezing winter morning Oliver finished, but Roger 
“Kean (who was still working on the Living Guide) did not. | 

At Sam, the boards still four pages incomplete, Roger drove John the 40 miles to | 
“Birmingham through a heavy snow storm. After ten minutes they were stuck on a steep hill 
outside Ludlow. Turning back to try another route, they came across a skidded lorry withits 

“nose in à ditch. The unfortunate driver turned out to be a local newstrade wholesaler, 

“delivering magazines to Ludlow. Seeing the CRASH boards, as they gave him a lift back into 

“town, the driver exclaimed excitedly. He owned a Spectrum and had loved the first issue. So 

“there they were, John frustrated, Roger struggling with the terrible conditions, and a mad 

“lorry driver who wanted nothing more than to talk about high scores on Lunar Jetman! 2, 

They got through in the end, the printer did the job in time, and Issue Two didarrive. To | 

“many people's horror, there were five Games Of The Month (“confusing to have so many, 
wrote one reader), and in their very different ways they indicated that Spectrum games were 

“improving rapidly and almost beyond belief. Top was Ultimate's classic Atic Atac, but 

“Android 2 showed Costa Panayi flexing his muscles for Vortex with the best 3-D effects yet 

“seen. Like the first two, Krakaroa (Abbex) offered large graphics which were a novelty in early 

| 84, combined with complex gameplay and a wicked sense of humour (also a rare commodity). 

“Scuba Dive (Durell) also boasted large and effecuvely fishy graphics with interestingly 

“different game objectives, while Microsphere's Wheelie was to prove one of the most addictive 
“games of the year. 

— NWealso ran our first “real” competition, for Fantasy, promoting Doomsday Castle. ltwas 

so successful that it set the pattern for an increasing number of competitions thereafter. 
Because of their oddly unergonomic arrangement, games only offering the cursors for 

control lost percentage points badly in those days! But we praised small-company 
inventiveness in an article examining some joysticks which were actually attached to the 

“Spectrum to physically manipulate the cursed cursors. Franco had a good listen to Currah's 
“ahead-of-its-time speech unit, and Hewson's Steve Turner was interviewed as wellasthe four 
“lads from Starzone. 

Taiso had quite a few letters to print and answer - among them was a der that atfive 

-“pounds, the price of software was far too high. Things never change . 
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4 April 1984 This cover first demonstrated Oliver Frey's ability to combine several disparate 
RE”: | elements into one picture. ft related to on orticie on Melboume House and 
IIssue No. 3 Australian Philip Mitchell, who programmed The Hobbit and was working on 
the very delayed Sherlock Holmes, Melboume's HU.R.6. (High Level U'ser- 
= OM Friendly Real Time Games Designer) hod nothing to do vth Plaltp, but tuas 
“| Released on retemwed in the issue, so Oliver melded the mvp ideas by having Sherlock peer 
| March 22nd through his magnifying glass in cobich is reflected (backwards ja clueto HU.R.G. 


Vith monthiy pressures getting tough, we all welcomed the arrival in Ludlow of David 
Western, a one-time colleague of Roger Kean. David lent a valued hand to the artwork layout, 
“allowing Roger to concentrate more on the writing and planning. The stress is plainly seen in 
“the cover, which had no issue number, and on the contents page, where Roger happily but 
erroncously stated it was Issue Four! David, now Newsfield's Production Controller, was 
| (and still is) an excellent photographer and the marked improvement in our screen shots was 
noted. 
| Taking pictures from a monitor is no simple matter, and all CRASH had at the time wasa | 
“rented 14-inch telly! I can remember getting in the engineer to look at it because all the colour 
“was being pulled into one corner leaving the rest black-and-white. The bemused man took it 
away and brought another, shaking his head, saying only a strong magnét could produce such 
“an effect. I refrained from telling him that David had been waving his very powerful light 
“meter over the screen — it contained a massive magnetic field! 
— Further improvements in picture quality had to wait until the wonderful Microvitec Cub 
| monitor arrived for review, but with David"s ministrations, people everywhere began praising 
“our colour screen shots, at least (they appear so fuzzy now). 
— CRASH was, unwittingly, about to unleash a media war. We regarded ourselves as 
“specialist enthusiasts, and so news of any program in progress excited us, and we wanted to 


“convey that feeling to the readers. We were also very chatty with software houses, so it came 


“as no surprise that we were easily able to get very advanced screen shots of Marthew Smith's 
“unfinished fer Set Willy, possibly the most eagerly awaited game of all time. As a result, 
“CRASH was the first to print pictures, despite plenty of interest in the project from other 
“magazines. | 
— Qntopofthat, through close and friendly relations with Micromega, we werealso the first 
| to spot the potential of Code Name Mat by Derek Brewster. When it was first shown tous, it 
“had no name, and the joke became current that Mat referred to Matthew Uffindell, the 
CRASH reviewer who was the first player in the country to get his hands on it = and who | 
“knows, iLmay be true! 
| All this frenzied previewing activity put CRASH markedIy ahead of the other magazines 
cat the time, but they soon started fighting back and the scrabble for advance information was 
on inearnest. The trick, however, was not only to be first with words and pictures, but also 
“to spot the real winners. We weren t always right. 
| Issue Three showed another improvement — -the paper. The printer was changed and | 
“CRASH went fully glossy. Games Of The Month were given a logo on the review page instead 
of being bunched up at the start; the firstof these being Blue Thunder (Richard Wilcox, soon 
“to be absorbed by his family into Elite Systems), Cavem Fighter from Bug-Byte, and Nigh 
iG unner by Digital Integration. Although Matthew, Roger and I liked Blue Thunder, there was 
“an adverse reaction from some readers, but everyone seemed agreed that the graphically 


“uninspiring Cavern Figluer was a damned good 'Scramble” game. 


Hardware novelty object was Stack's Light Rifle, which caused battles between Matthew 
“and Chris Passey to use it. It was fun but hardly carthshatteringly good, and it's amusing | 


E a “now tó seé the games consoles bringing the idea back — with somewhat more accurate results. 


Ob, and we did the first ever CRASHtionnaire to find out how well readers thought the | 


É “magazine was doing. 
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| Released on 


May 1984 Ps er oie the dynamics ofa large, porue 
| Issue No. 4 


image, Olicer tumed his attention to the adoencire marhes. 


brain Po ta have any computer relevance. 
April 26th completo Rpg 


the finished 


pie Rê gl 


Reflecting the cover, and probably because he felt guilty atnot coveri ng adventure games as 
much as he should have done, Roger Kean spent many hours writing an adventure with 


- Gilsoft's new machine code utility, The Quill. As I'can testify, the result was quite 
" unpublishable, but the time wasn't wasted because he managed to write a fulsome article on 
- the use of The Quill, as well as reviewing several Gilsoft Quilled adventures. 


Thiswasa time when young hopeful programmers expected to get their games accepted for | 


“ publishing for the simple reason that they had written them. To some professional | 
— programmers The Quill seemed a trightening idea, a means of making adventure-writing 
- simple, so anyone could do irand take away their living. But The Quill was a tool, not asource 


Of inspiration, and it proved that there can never be any substitute-for imagination. 
Sull with adventures, Issue Four saw the modest beginning of Derek Brewster's Adventure 


Trail. For some weeks, Derek had been persuading Roger that CRASH desperately needed 
"Someone who understood the genre to write a próper column. Politicaliy, appointing Derek 
*tothechairwasa good move, for he had a pedigree both with adventure and arcade games (his 
| Code Name Mat was one of the CRASH Smashes, which made their first appearance in this 
* Assue too), There were a lot of points to be earned for the still-struggling magazine by having 


anotable like Derek write for it-and it was anice one in theeye for the more established titles! 
In addition to Code Name Mat, with its complexity of 3-D space gameplay, others in the 


" new Smash breed included two from Software Projects, fer Set Willy (about to cause havoc 
By being both immensely exciting to play and containing the famous ' Attic Bug” that stopped 


you fromcompleting the game!) and the appealing but difficult Tribble Trouble. Steve Turner 
finally got his reward for long service with a Smash for Hewson's 3.D Lunattack, and for 


“further pushing forward the barriers of his major interest, realistic-perspective games. 


It was also a time when large concerns not normally involved in computer games tried 
testing the water. One of the biggest, Thorn EMI, launched some games through its label, . 


“Creative Sparks, and Orc Attack became a Smash, not so much for its graphics, which were 
“amusing, but for its fiendishly difficult gameplay. Creative Sparks was to havea roller-coaster 


existence, finally ending up as Creative Sparks Distribution, which recently went into 


receivership. 


But one small, as yet unknown, software house made its first appearance in CRASH that 
month with a game we really liked, one largely ignored by other magazines. Tt was Ad Astra 
and the programmers had thought, perhaps, of calling themselves Gargoyle Games , .. | 

This was the issue where we revealed the CRASH Reviesvers competition results. The blurb 


- noted that the winner had won by a faint margin. One of the runners-up was a certain John 


Minson. To think, had the margin been a touch fainter he could have been writing for CRASH | 
atafraction of the exorbitant fee he now commands! Well, we all make mistakes. Looking at 
his entry, there's litrle to suggest that this man will one day turn into a voracious ligger of 
vituperative prose and metamorphose into the Hunter $ Minson we all knowand... 
May's Living Guide dealt with board games; simulations, strategiesand adventures. Arthe 


- enditsaid Next Month: Arcade Games”, but the Guide had become too huge to fitin, and too 
a much effort for the overworked team — it was destined never to return. 





o E” TITRON 
SMOS 


DRI L | PSS CRASH QUIZ 
MICROMANIA 
€ ULTIMATE 
po e, PÁ ES MELBOURNE HOUSE 
GALORE!! Ejs 





sa 


10 


- Lords Of Midnight, was almost ready... 


| June 1984 do e his 
Issue No. 5 perneular game twas in mind apart from the defendenlscramble come se, 
idea for a canvon constructed of game cassetes ves Roger Kean's. Travasa typical | 
situation in the-carty days for Oliver to think dp an idea, for Roger, David or 
acthem to resvork Was d visual gas, tohich Oliver would then implement so 
intevestingly. And this picture long: remained a favourite with readers: | 


| Released on 


| | | 
The cover slogan, The ONE BIG Spectrum Software MAG, wasn't merely bombast, it was 


| 
: 


“actually an aggressive parody of Big K's logo. Big K was another example ofa largecorporation 


(PC) testing the software waters, in this case with a magazine, but though it wasa multiuser 
“ttle, Big K's prelaunch blurb strode across preserves we at CRASH regarded as peculiarly 
our own at the time, namely being irreverent about software (though of course vie alsothought 
we were the only really serious onés — that's called having your cake and eating it). | 
When I look at the contents page of Issue Five, the thing that strikes me now is thatofall | 
“the sections competitions was actually the biggest — seven DIYs = proving the point that we 
“recognised their popularity. But one of those competitions stands out markedly, the AticAtac 
"map. Game maps were unheard ofin publications in 1984--it simply hadn'toceurred toanyone | 
that mapping a game was relevant, but there was no doubt that some games being produced 
“were actually made up from maps in the programmers' minds. Atic Atac was one such, and 
“certainly one where having a map before you helped playing it. There was alsothe fear that 
“printing a game map might upset the software house, for games stayed upen the shop shelves 


“far longer then than they do today. It was definitely a feather in the CRASH cap tosigna 
competition deal with Ultimate, for the magically successful software house was traditionally 


 “ncommunicative with both public and press. Later, C&VG editor Tim Metcalf even | 

| complained good-naturedly to Roger Kean about the secret CRASH pipeline to Ultimate 

“affecion, | 

Maps were the latest thing; Issue Five saw the inaugural edition of the Playing Tips. My 
desk was expanded and I began regurgitating the erudite scribblings of readers who added | 

“helpful hinis to their letters. À long those had been primitive Ati 5, and one o mn 

“Teasonable versions of Jer Set Willy's terrifying mansion. The best, by Kenneth Kyle from 


“Notts, was avidly poured over by Roger Kean (who got A level Ecographyatschool). Hespent | 


“an entire weekend checking it outagainst the game, using a handy infinite lives cheat supplied 
“by an embryonic hacker, and drawing up his own map which then appeared in the issue, 
“thanking Kenneth for his inspiring version. 

— Wstarteda trend; from this point on CRASH would have to have maps whenever possible, + 
“and before long every other computer mag deahng with games would follow suit. Otherwise 
“the Playing Tips seem pretty tame how, along the, “from levels 17-24 of Chuckie Egg, E 
“the robot hens and the yellow hen are after you. This increases the excitement andmakesir | 
“much harder line, ing. | à 

This June issue was the real launch of Beyond, a powerful new software house put together 
“by EMAP, publishers of C&VG and Sinclair User. Beyond's try-out game, Space Staton 
| Zebra, had proved a dud, but Psyiron was a Smash, largely because oí the complex, interlinked 


“Eame elements and its use of crosshatched graphics. The technique wasn't exactly new, but | 
this was the first time monochromatic line drawings had been used so extensively on a 
“Plain-coloured background, providing a tremendously detailed effect. 

" Meanwhile, Derek's new Adventure Trail had also found a Smash in Hewson's Fantasia | 
“Diamond. But at Psyrron's release, Beyond hinted that à revolutionary new adventure game, | 


k Ed e 
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1 198. This cover is tnique, for to date ie is che ondy one thar is acnially a photograpk,| 
July 1984 alhei one of Oliver's armvork. Relmting to an article about 3-D gume mes; the 


| Issue No. 6 «picture?s theme tuas taken from the nevuly released film Raiders Of The Lost Ark. | 


characters 3D. The foreground and background tuere also painted armvork, bur| 
“auhen the chree lavers muere set up one bekind the other rather like a cardbourd stage 
se, the so focus created u thres-dimensional effect. 


CRASH was rapidly expanding, both in scope and in the people who worked for it, at least | 
on a casual basis. As Kean, Frey and Western fiddled around in the “studio” (in reality Roger's 


bedroom) setting up the various bits and pieces for the cover shot and getting the lighting and 


focus just right, downstairs another mail-order-buying youngster tried his hand at wrtinga 
test review (of Rabbit's dreadful Deathstar, if my memory serves). He was 13-vear-old Robin 
Candy, who, to his eternal embarrassment, appeared in a photograph sitting cross-legged on 
a Spectrum wearing a CRASH T-shirt as part of the Hotline spread. | 

Roger reckoned the test was satisfactory, and Robin joined the reviewing team along with 
Matthew Ulffindell, Chris Passey and one or two other Ludlow locals. 

Three other newcomers made their first appearance, Signpost im the Adventure Trail, 


“Ultimate's enduring Lunar Jerman comic strip drawn by John Richardson, and at the end of 
the Playing Tips, my Hall Of Slime, which lasted up until recently when | thought it had 
“finally had its day. Nearly every other magazine ran high-score tables for readers, usually 
“called Hall Of Fame or Roll Of Honour. When asked to do the same in CRASH 1 thought it 


would be boring to repeat the formula, and since none of the scores printed elsewherescemed 
to be checked out for truthfulness (and how can you all too often?), and the whole high-scoring 
ethos seemed reminiscent of “creeping” at school, 1 opted for the Hall Of Slime — a special 
home for high-scoring creepie-crawlies. Itworked a treat! 

The centre spread saw our first ever colour map, part one of the Atic Atac plan, done with 


“the help of competition entries. But the amazing feature of this issue was the mammotharticle 
“Roger prepared on 3-D games to date. 14 pages long, it examined the nature 0f 3-D 
“perspective and then showed how each form had been implemented on the Spectrum through 

some 60 games. Once again, in many respects it was a first"; no other entertainment computer 
magazine had ever attempted such an exhaustive, or long, feature before. And it went against 


the traditionalist grain — publications aimed at a teenage market were supposed to present 
short, snappy articles in recognition of the short attention span of young people, Ir was an 
outmoded concept CRASH threw away, we all believed our readers capable of reading Jong, 
detailed and intelligent pieces (even when we were often forced to listen to some surprisingiy 


“Huent obscenities on the Hotline answering machine!), 


Despite the onset of the summer months, software was holding up well. Five games were 
Smashed, the oddly-named Worse Things Happen At Sea from  Silversoft, which was 
maddeningly addictive and funny, Bug Byte's Antics, the very playable high-scoring game 
Moon Alert from Ocean, an adventure Smash in Level Ys Snowbal! — first df the famous 


trilogy — and the dubiously-acclaimed Sabre Wulf from Ultimate. There's no doubt it should 


have been a Smash — it's just that it arrived so late in the month we hardly had time to play it 

enough, and copped out by not rating it at all! | à 
Upuntil this moment, CRASH had been produced from a house, really from just two small 

rooms, but the company's finances had improved sufficiently to afford proper offices. As 


“Issue $ix came towards completion, Newsfield leased three floors of a building in Ludlow, | 
We were all looking forward to being able to stretch out a bit, to be able to write and do the 
“artwork in less cramped quarters. 
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O ctober 1984 Oliver's Ziggy cover was among the most popular he produced. Ft mas really the 

first CRASH cover defimtelv promoting a specific game, Fantasy's Backpacker's 

Issue No ; 9 Guide To The Universe, Here was an opportunity to use his imagination to bring 

s to life objects, characters and meird alums mvolved in q game that no-ône had yet 

seen, all from voritten details offered in the prerelease descriprion. The result isa 

Released on poserful picture tohich, ironically, probably informed more readers of cohat hero 
; iggy vas like thon hing Fontasy themselves put our. 

September 27th ne SE - 


Byi its ninth edition, the effect CRASH was beginning to have on the software industry was, | 


inturn, being reapplied to its staff. Roger Kean had already been horrified a coupleofmonths 
“earlier at Micromania's concern when they were informed by the most powerful software 
distributor of the time that unless a game achieved better than 65% in CRASH it wouldn'tbe 
accepted for distribution. Now, proof sheets of CRASH reviews were being requested by 


“retail chains to see whether a game was worthy of shelf space. 


Itput pressure on the reviewing team — Matthew, Chris Passey and Robin Candy - because | 


“software houses wanted to present unfinished games to discover what the reviewers would 


“like to see improved, so that the game had a chance of becoming a CRASH Smash. Some may 
have considered that a visit with the personal touch would influence the team by puttingiton 
the spot when it came to making an impartial judgement, If so, as many were to be . 
disappointed by Matthew's ouispoken opinions and Robin's downright stubbornness. Now 
another young reviewer had appeared (and undergone the ritual photograph pushing CRASH 
“T-shirts on the Hotline page): He was Ben Stone, from nearby Tenbury, and he wasas 
“daunting in his opinions as the others; despite his newcomer status. | 

The Ziggy cover did litile to help. That kind of coverage was cagerly sought by companies 
“desperate to convince shops that their game was about to sell in its tens of thousands, and 


"Since it seemed that Fantasy got a cover with apparently no trouble, Roger found himself 
-imundated with calls suggesting ideas that would have kept CRASH in covers until the 19905! 
“Asaconsequence, for the remainder of the year Oliveravoided game-linked cover paintings. 


One of the questing visitors was Angus Ryall of Games Workshop, but he stayed longer | 
than most, becoming our strategy columnist for the new Frontline. Another was Steve Wilcox 
of newly-formed Elite, who brought with him the oddlv-named Kokotoni Wal. Over several 


“days both Matthew and Robin debated with Elite's programmers on minor improvements | 
“before pronouncing themselves satisfied, but: Steve may have been disappointed that Kokotoni 
-Wilfsull missed being a Smash. | 


In fact Smashes were a bit thin—the Caia period was looming and software houses . 


“were holding back, apart from Gremlin Graphics. They'd scored quite a coup with TV news 
coverage of their “mining” game which caricatured Arthur Scargill, then very much in the 


news because of the national miners” strike. Wanted: Monty Mole was a surefire Smash, 


“capturing all the addictivity of fer Set Willy and offering loads of new puzzling problems to | 
“solve. 


Within days we achieved a cheat mode for Monty Mole and began prepariâg the map for a 


“future issue. K was a typical late-afternoon situation: Ben (school over for the day) playing 
“the game to reach every screen one by one, Roger sitting sketchpad in hand roughing out the 
“screens for Oliver to fill in the detail later, Matthew in another corner alternating between 
“reviewing and making halftone pictures for David Western in the layout room, Robin sorting | 
“through mail ready for me tó start the Forum. The jokes about Robin taking over my desk 
“were no jokes! 


Wihis paints a suspiciously cosy picture of contentment and smacks of nostalgia foritsown 


“Sake, don't be fooled — it was hard work for the small team. Within a few short monthsa 


+ .| massive expansion was about to take place and the coming changes would sunder the simpler 
[| | comfors we then enjoyed. | 


| 
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The first indication of change was the arrival of a black Apricot xi computer. For Roger | 


| “Kean,at least, the days of typewriters, paper and Tipp-Ex were over. 
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We test 19 popular Joysticks 
to see if they stand the 
Decathlon pace!! 
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| | ometimes cover ideas armived without trouble, bur there mere aleays issues when 

| November 1984 nothimg suggested iiself. Normally Oliver prefers to work mme-and-a-haif times up 

Issue No. 10 om fimshed size to allow for crisper detail, but token he's running Late the repro 

house could racker have the painting same size: This cover was the first done a 

printed size becóuse the decision to go with the fovstick-companison article ques | 

Released on made at the last moment. In sore iays 15 my personal favoúnte you could cur | 

| a the aimosphero with a Enife — and yet it was done in three hours far! | 
| October 25th 

















“Ican remember Roger and Oliver being rather proud of having raised as much as £4,000 in 


prizes, possibly because it indicated how far CRASH had come from that first issue when 
C&VG regarded us as a local fanzine with potential. Now, without a lot of effort, we had 
software houses eager to participate in competitions and put up real money in value. Once 
again, the DIY section was the biggest in the contents, ten competitions. | Ee 

And talking of the contents page... another development was taking place, almost 
without anyone noticing it. The page's basic shape had remained the same for a while, using 
rainbow colours when we had time to put them in. Originally this complicated procedure was 
undertaken by our repro house in London, but after CRASH moved into its new offices, a 
film-processing machine was purchased to shoot finished artwork to negatives for the printer, 
thus cutting overhead costs considerably. Matthew and Roger, who looked after the technical 
end of layout as well as writing reviews and articles, began to experiment with preparing 


colour for the printer. For several months to come, they were to do the contents page 


in-house, which explains why it was more or less ambitious, depending on how much time 


From this small beginning Newsfield began to do more film planning, adding colour to 
many pages that otherwise would have been monochrome. Today the process requires an 
entire department of its own, managed by Matthew Uffindell. 

The big feature was a comparison cf joysticks, which was pretty exhaustive — and 
exhausting. The team were thrashing the damned things for weeks, using Ocean's Daley 
Fhompson's Decathlon as the wre king game. And that came on top of several tiring days at 
The PCW Show, held at Olympia. CRASH didn'thavea stand because of the cost, but Roger, 
Oliver and Matthew waded round talking to as many exhibitors as they could. Wearing 
specially-made CRASH badges, they were frequently stopped by visitors who wanted to meet 
anyone from the magazine. | 
“As usual the show prompted massive releases of games and there were seven Smashes. 


Pyjamarama was the second Wally Week game from Mikro-Gen, a massive leap forward with 
its arcade and adventure combination. Delta Wing (Creative Sparks) was a sort of forerunner 
of Mercenary. There was Hewson's Legend Of Avalon, the complex helicopter simulation from 
Durell called Combat Lynx, and two games from our own Derek Brewster, the arcade Jasper 
and the enduring adventure Kentilla. Jasper just made it by a spot, but the tragedy is that 
although Derek had it ready before Jet Sei Willy, contractual complications delayed its 
release; had it been released then, it would have been a real eye-opener, but advances in 
software were being made fast and it was almost out of date. 

There was one other Smash, Booty, our first budget hit from newly-created Firebird. | 

This was our first issue composed on a computer. Learning to use a word processor and 
then all the complications involved with getting the typeserting back for layout meant it was 
quite fraught at times, and for most things 1 still preferred my tvpewriter, However, the 
length of POKE routines was increasing, and dealing with them was never my strongest 
point, so 1 was secretly pleased to discover Robin Candy entering them happily for me on the 
Apricot when Roger wasn't around. It was the thin end of the wedge of course — discontented 
with providing review comments and sorting mail, Robin wanted to get do “some serious” 
writing, and for me, the writing was on the wall as far as Playing Tips was concerned. 
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| December 1984 
| Issue No. 11 


| November 15th 


"The promise Realtimé had shown in 3-D Tan Duel was well and truly realised in theirsecond 
- release, Starstrike, which recreated all the thrills of the popular coin-op Star Wars. Itwasina 
- bitofa race with Design Design's Dark Star, a similar game in principle. But both Smashes 
" Showed how a closely related concept can be very differently implemented. In their own ways, 
* They were state-of-the-art software, ST 
" Equally excellent and very different from either “Star” game and from each other were the | 
"Smashes Tir Na Nôg and Skool Daze. Gargoyle Games gave us Cuchulainn, Sidhe and Greg 
"Folhs's Grego-Celric mythology, giant animated characters, mental 3-D and a game hard to 
* distinguish berween pure adventure and arcade/explorer. Microsphere's characters were. 
- Smaller, but beautifully animated against authentic school backgrounds, providing another 
* Sort of adventure game but with properly crude schoolboy humour as its theme, These two 
- Were also state-of-the-art. Bug-Byte's Turmoil and Melbourne's Sir Lancelot were not, but 

were still highly playable and addictive games of sufficient quality to make them stand out 
“ from the rest of the crowd. | - Sue 
packed away their Spectrums to get them outandfill the 
boxes with straw and tortoises, for “when it comes to Spectrum software, you've never hadir 
"so good." He was excited by Level 9ºs Retum To Eden, Bug-Byte's Twin Kingdom Valley, 
"Games Workshop's Tower Of Despair and the ebulliently, wickedly funny Valkyrie 17 from 
* the anarchic Ram Jam Corporation (through Palace Software). | “ 
—  Tocapitoff Out Of The Shadows from unknown Mizar was a Smash, and thereby hangs a | 


* tale-anda CRASH failure, Ifanyone at CRASH felt unhappy about the reliance distributors 
- and retailers were putting on CRASH reviews for stocking, then they were probably equally 
- happy at being able to employ this unasked for power on the behalf of new or very small 
“ software houses. Some were finding it harder to get a look in with the increasingly professional 
and hard-nosed market place. Our record in their favour had been encou raging. But with 

Mizar, we drew a blank, No distributor would accept the game, having failed to spot its 
“ marketability, despite its CRASH Smash status. It was galling. And it showed more clearly 
“Than ever that the world was changing with blinding speed. At the beginning of 1984, an 

advertisement helped sales, by the end of the year even a full-scale marketing campaign was 
capable of failing to attract the distributors” attention. For the small independent software 
house, it looked like the beginning of the end. | 

Up until this time much of CRASH editorial was written without travelling the country 
visiting software houses, most being done over the phone. More recently we had been happy | 
to see how many people would actually trek up to Ludlow to visit us, a mark indeed of 
acceptance. But two pleasant occasions forced first Roger and Oliver to visit London, and 
then Matthew and Roger. The first was a trip to see a preview of the film The Last Starfighier | 
(about which Roger wrote an article on its use of computer graphics), and the second was to 
sec a preview of Ghostbusters, set to be the first real big film tie-in. But for the game from 
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conquering American company Activision we had to wait... 
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“From. BUG-BYTE ccs CREATIVE SPARKS FIREBIRD FREL - GILSOFT 
EE “cad INCENTIVE OCEAN ice idainçãa SILVERSOFT ULTIMATE 


Runes of Zendos 


ELITE's follow up to THE FALL GUY and DUKES OF HAZZARD 











Christmas 1984 latements om the nature of violent life ans sudden death, The doing af pe 


“The Christmas Special was going to be a nightmare, everyone knew it. Only two-and-a-half 
“weeks to write and produce it due to the schedule being compressed, and it was intended to 
“have 196 pages, bigger than anything we had tackled before. | 
— On top of that, the first floor of King Street had become vacant with the educational 
“Software company moving on, and it was felt sensible to move editorial down there, giving 
“art more room upstairs, The evidence is there See in the issue, because Roger put together 
“a feature about how CRASH happens, and there's a photograph of himself sitting at an | 
“L-shaped desk with Matthew, ostensibly reviewing a game. How empty and vdy the place 
“looks compared to now! This move further delayed the writing however. | | 
— Andwhai were we looking at? The original Plan had been to do an issue full of compet; “ 
“special features and few reviews, on the grounds that everyone would already have released 
“everything for Christmas, It didn't work out that way of course, for so many software houses 
“Were late, and there were still over 30 games in, Among em was the double bill from 
“Ultimate, Underwurlde and Knight Lore, which nm d the Sabreman saga started in Sabre | 
“Wulfand at the same time undid everyone's hopes that the Midland | 
“toa sensible price level from the earlier game's, then q HALASCOUS, L7.7 
doubting their quality, and they were Smashes, The better of | WO, 
“initiate an entire genre, the isometric perspective 3-D ex loring game. 
" Derek's Smash was for The Runes Of Zendos from Dorcas 
Second game, but despite its Smash, here again was an à jam à to find the 
“market it deserved, À different tune entirely for Boulder Dash and its hero Rockford, who | 
“Would soon be adopted as a mascot by Newsfield's second title, ZZAP! 64, Ifits graphics 
“Weren't outstanding, that hardly mattered. Thisa was a maddeningly addictive mind-game 
“and its strength lay in the idea more than in its anpestanos 
- After all the interest, Fantasy's Backpac 
“disappointing, though a 
“Too, because after 

E | 


| were going for TV te-ins in a big Way, and the issue also carried a preview of their next 

“intended game, Airwolf, and mentioned its follow up, Dukes Of Hazzard. Airwvolf was 
-unwittingly to do CRASH a big favour, but more of that in the appropriate month. 
still retained my Playing Tips, butonly by a hair's breadth as Robin Candy waded in with 
three pages of POKEs specially compiled for Christmas. It was to be my last month on the 
“Tips for many a moon, Robin would take over in the New Year. | 
-  Asmy first job for Issue One had been to write the Look Back, it seemed only firting that 
“ltwas also my last task for Issue 12 — to complete the first year of CRASH. , 


| 
, 
| 
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PRICES 










YOURMICRO 
DESERVES THE BEST... 


When your home or business micro costs several hundreds of 
pounds, it deserves the finest repair facilities in Europe (well, 
probably!) And the finest prices — £5 off trade rates for a limited 
period only. * How? At Verran we use our own range of advanced 
automatic test equipment (now sold worldwide), backed Dy 
stringent 2-8 hours soak-rack testing. That means speed, ultralow 
prices and, most important, guaranteed reliability. For the first 
three months we Il repair any fault free. For the next three, at half 
these quoted prices. & It's the finest service available. 


* Currently we handle over 3500 products on average every day. 
Providing services for such leading companies as Amstrad plc, 
Commodore Business Machines, Sinclair Research, Rank Xerox, 
Dixons, Currys, Boots, W H Smiths, John Menzies and many more. 
* Join them and take up our special offer now. 
























Recommended and Approved by 












ANSTRAD 


I 
SINCLAIR 


COMMODORE 
ACORN 





EUROPE'S LEADING 
COMPUTER REPAIR CENTRE 


“...AND UNBEATABLE DISCOUNTS ON ALL COMPONENTS!!! 


























WC With over £500,000 worth of spares in stock, we Keyboard Membrane Power Suppães 
can meet many of your specialised requirements. Spectrum 4.00 Cod 1550 
We've listed a few examples and for anything not speolrum Fius 8.00 16 1500 
displayed just call us and we'll quote immediately Metal Templates 3.00 All the above prices include VAT but please encloss 
inclusive of first class post a further £L50 post and packing on all component 
HOW TO CONTACT US 

SPECTRUM SPARES Pa ais Doo At For quotes on computers not listed or on 

z80 CPU 250 6581 Sul Chip 15.00 any ár CREDO Sa75 Rana: 

ULA GC00 7100 901225 Graphic ROM V0.06 (Quoting 

Power Supply 6.50 401226 Basic ROM 1000 He To send us your micro for repair, mail it securely 
ROM | ZOO 401227 Kernal ROM 15.00 packed, accompaniad by cheque, postal order | 
SIL6 RAM 7 DELLA House Keeper 1600 (made out to Verran Micro Maintenance Limited) or | 
ZTK.690 0 6569 = VIC 18:00 quote your Access or Barclaycard number-And to | 








ZTk 213 40 4154 RAMS - Memory 100 obtain your special discount quote CRS/107. 





Verran Micro-Maintenance Limited, Unit 2H & 2), Albany Park, Frimiey 
Road, Camberley, Surrey GU15 2PL. Telephone 0276 66266. 































OPPORTUNITIES 


in-House and Free-Lance Technical Staff 





Having established the key elements of a well organised and equipped 'in- “nouse” 
| Software development team, the company has the following od rd to 
offer in Entertainment Software Development. 


Senior Programmers = O.T.E. E25K | 
Having been responsible for at least one technicaliy excellent (tnough not necessarily commercially successful || 
entertainment software product you will be experienced in 280, 6502 and/or 68000 assembler. vou will be looking | 
For an Opportunity to join an In-house' environment committed to the development of original products and 
| comersione of the very highest qualtty and wi expect to call on ataphics, music and other support functions 
e highest calibre. 


Programmers = O.T.E. E15k 
Though not necessarily able to show direct involvement in any commercially available entertainment 
software products, you will be able to demonstrate through specific routines and demo programs, a 
high degree cf technical ability in Z80, 6502 or 68000 assembler. You will De looking for an 
opportunity to realise your ambition-to be responsible for the development of technicaly 
excellent entertainment software products and will expect to call on graphics, music and other 
support functions of the highest calibre, 


Craphic Artists/Musicians/Came Designer = O.T.E. E10-E15K 
with or without formal qualiications you will already be workina ih a free-lance or in- 

| house capacity supporting programmers In your specialist discipline in the 
develúpment of commercialiy avallablerto be published entertainment 
software products. You will be able to demonstrate à number of diferent 
examples Of your work and will be looking to put your experience to use 
lag o Ft further in the production of commercially available 
PrODUCIS. 


All appointees to. the above positions well De citered am atiráchive mmorkirg Fpaa o DE RD 
ermuirônment, substantial basic salary and an opportunity to develop their ambigions a 

With the full o o the company's managermentano finametal strength 

In addition tô the above io lia the company has a regular figw 0f program 

conversion contracts avellabbe at artracine rates to free-lancers and is particularhy 

kagr to SUDport Prôver programmers and develooment houses wishing to write and 

have published by à malor brand name original games for ali popular machines. 


IF vol Quilo IHiE to-arrange an incerview to dáscuss amy OF the above opportunities 

Disase write, giving full détaiis Of your retevant experience to 

Steve Wiicox = Director 

Elite Systems Ltd, Anchor House, Anchor Road, Aldridge, Walsall WS9 SPW 














- NOW AVAILABLE — the official spectrum Upgrade! 


Turn your Spectrum into 





e Professional ful-sizekeyboara — 

-Meludes 1 extrakeys. 
Responsive typewriter-seyte acrion 
Accents all current Spectrum Ae Cide ra 


sofrware and perpherais 
Esis SCÓScHErÊa El 
CJTNTIAAS O 
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EocesnnasEc— 
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Lrrireried DoNTUTAa Curi controls Comema 


The official Spectrum Upgrade. Naturally your upgraded 

computer will accept all the peripherals in your Sinclair system» 

Interface 1, Merodrives and so on - às well as all Spectrum software. 

Just às important, new Spectrum software and peripherals will be designed 
with the Spectrum + In mind. So the Sinclair upgrade adds stylish looks, mem 
capabilitias and new potential For the future. 


Here's some exciting news for Spectrum owners .. HOW TO ORDER BY MAIL 
the official Spectrum Upgrade Kit Tne Upgrade has everything you 1 you require us tô do the upgrade fór you please send EF1.90+ELHDp+p TotalÊ33,ão. 
need to turn your Spectrum into the styitsh new Spectrum +. Tou dont even 2. Should you require the do-Ft-yoursetF kit just send R2495 + E1.50p+p. TOtalEZaAs. 
need an understanding of electronics. just the ability to solder a fem mires together! The 3. Hyou require your Spectrum to-be repaired and upgraded to a Spectrum Plus we have a 
leafiet in tneaitglves clear step by step instructions. you're notsure about domgit special offer price Of just E50.00 complete. 
yourself, don't worry. Simply return your 4BK Spectrum to us and for EM.90 + E150  Orders can be placed by using your Access Card on the numbers below 
D+ p we upgrade it for you 
The bigger, better Spectrum keyboard 
The Spectrum + measures 17440 x 6º Ithas à large typewriter-style keyboard, 
with hard, mouided keys vou find the new Keyboard has a smooth, postive 
action = Heal for Touch-typina, word processing. simulation programs, and 
extended programming sessions. Two retractable legs give à perfect typing position. | 
There are 58 Keys in all incluting 47 new Keys. Programmers will be pleased | En coa arildisa 
to sep- dedicated punctuation Keys. à space bar and separate shit keys for graphics Ea epedldumignsrreermes E CIO 1550p. E 
amo extended modes. And a reset button allows YOU LO clear a program from your ES 1045 4) BESSS 67761 E M ari 
computers memory without disconnecting the power supply 


Pi 
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KNIGHT DRC 
Available in August: 
AMIGA [Disc] ATARI ST [Disc] 










To follow soon: Enter the world of Knight Ure. 
IBM PC (Disc) - MAC (Dis) - APPLE H (Disc) da | do aonnad fai RARE dee 
STR CP [BE] ANGIRÃS PEN bia The latest, most challenging and fun packed three part 
ALL AT £1995 adventure from Level 9. 
CBM 64/128 |Cassette" or Disel The text is pure Level 9 at their most innovative and 
AMSTRAD CPE (Cassette') - SPECTRUM (Cassette”) the graphies, well they are superlative; state of lhe art and 
ATARI 800 [Cassette' or Disc") - MSN [Cassette'] worlds bevond a 


ALL AT E14.95 
TR You are cast as a desperate, downtrodden, evil minded 


“Text version only. a 
Ure on the rampage in adventureland. 


At all good retailers or direct from: For generations the Humans have been persecutins 
RAINBIRO MAILORDER Ores, which is hardly surprising as Dres are singularly 


To order enclose a chegue /PO payable to unpleasant creatures. 
BRITISH TELECOM plo stating machine, ima A “at 
casselte or disc, and number required and send to Now if's time to redress the balance. 
RAINBIRO MAILORDER, PO BOX 394, LONDON NA. | 
Or call the RAINSIRO HOTLINE on 
01-348 R618 


quoting your Recess:Visa card number, 






Remember, always state your Name, Address and 
Postcode including the reference code primted below, 


A proces poclude PAR Allow 28 days tor delivery 


With 70 characters to contend with, masses of spells 
and puzzles to use and solve, you'll need all your Orcish 
cunning if you are to reap your ultimate revenge. 





But be warned adventurers, for allis not as tt firsi 
appears in...lnight Ore! 


Screen shots taken from the Amiga version. T) 
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PAUL EVANS plugs 


into Micronet with a 


LINA 
K) 
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new CRASH column 


RAIN, RAIN, HAIN. 


E TE Sure YOU 


Enow the fegina: ts pourng down 


and there s no chance of going 
out. ha Adventures UMA Lesser 
Spotted Algar tan Buttarmoth is 
on the telly 

Is atimes like this you think fd 
least Eve gol my 3Pecoy to pia 
E E lead bt on! = But that's 
notas qood as someone to-chal 
sd» tri. 

t's at times like this ! think “at 

past | ve gotmy modem 

A modem 15 a gadgel that 
CcONnects your comp ter to the 
telephone line and allows itto talk 
to the computer at the xhe rend. If 
Fou nave amodemvoucarmtalito 
y Computer, nowever large, n 
JTe using a standard methoo. 

Toucandeçcess targo 
o rmputers which hold thousands 
pages vê information, news, 
reviews, anything; Em gomg ta 
con jo entrate on justone 01 these 
nassive networks, Prestal 


Molcicii icdo!,| 


One of the cheapes p&st- 
suppored rm odems is available tor 
the specirum—lhe vTA 5000. You 
campick one uplorabouttas-2al 

The important software is on 
ROM mate the VTA, and it pages 
nas S00m:as vou turmithe 
computer on, (Beware — the VTA 
ES] ve ompal! E ththe black 126 
or the +3, though there are ways 
around this problem, revealed this 
month) 

you get the welcome scree! 
vou ra rei any to le di om to RE as 

ES, 1 vo ve go! a password. À 

pia to Preste! and 
Micronet, the computing area, 
costs around Leda year. Ri sa lot, 
but worthit And ifyoupay forone 
rear, youget a free VERA 


MORE PAGES THAN 
CRASH! 


Through Preste! you can book 
tickets mstantly, ses the lates! 
prices within seconis of charge, 
chechktimetablesandso on. Andit 

vers every subject you can think 
af 

Prestel (Or Pratzel, as some 
'netters call it) is a dalabase 
E rtainina about halfa million 
pages of imormation, A Preste! 
page | & tha same asa page on 

Cestax or Oracle and that's what's 
ali played on your £ Cree. 
However, Prestelis a lot faster 
than the ather networks. 

The network is made up ofiPs 
th Hormation Prou idersi who create 
EIr GW pages and allow tha 
ubbo to look at them. IPs on 
reste! range from British Airways 
to the stock market. 

Micronet |s one of the IPs on 
Preste). ll serves lhe 
migrocomputinag public — you and 
me = with 'micrabases: tormost 
Home computers, a large range of 
telesoftware Trom major software 


ana 


Fi 
ur 
E 
- 


“are selling their: 
tele software on Mie ronet: Elite has 


houses, games with 


EBh = 


o Rua jo DM a À la as o di er AT, 
Cash przas | Spectrum, has aa massive 


Ai 
Em - mi dus pd - ' 
= me Li E 1 Fo E F à Fo 
+ “anal eryTor peoprewaniaina gata = Ss 8 COMA Pi ips 
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paso mr ide o 
VE ctijtia | =0, E plir TÊ 
Eds a ti ata o Ep dg dr JE é | efebi dido É 
nelolines, newa, reviõws ware, books and software 


AS WNere vou can nave igatures and tree weekly leite 


= E | É k 1 
Ives em so o bc rea] 


= » - E | F 
B tre CH JERE Er tir 1] 
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Jo tera dare UIetiros 
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na a rormel — 


e answerad within a 
[o jicfela a! 

Thespectirum is one of the best- 
SUpportec computers om CIUDES Oh 
Micronat. LRere a are four main Speciru 


ME: SÉ ip LP E E 


Pei galles y 
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SPECIALS 


Tha Spec 
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Microfair Tã 


Uploader tape 


Panasonic kKPioO 


3 


FAX FOR THE 
MEMORY 


NEWFAX, one of the Prestel IPs, 
recentiy closed down-Buisome or 
às pages can stillbe actessea, 
because they haverribeen srasea 
= have a look al pagê "258258 
For those who don'thave a 
modem: Vlreveaitis contentsnext 
time 


TELEGAMES 


MANY major software co! 


Jjarmes as 


| jus Sh for mB Rm i= NS ano Firek bird pn 
the network. 

Most telesoftwe are 
than you 


costs less 

“d pavinthe Ada and. 
voudon'thaveto trudgs O ut to buy 
nt Hewson 's alreadh y. SE ing 


<ynaps ata low price a and Elite: 
offers ed dad ja Space Harrier 


tor just under E7 each. 


printer 


Snectrum users on Micronal 


their mailbox numbers, so you can 
EE nd messages to the rm. Hroniy 
ra people ivhno ve askedto De 
listed butit's Bills! 

And Speos, 
Vedr, 


mn | dá, 
wel-Des gr 180 e 


ano 


which opened 
parher this is Egiourtul ana 
sad mar areas 
other sectións hav 
SUCH as ads ar dp anzine reviews 
In CRASH llbe pç a-closel 
the Spectrumareas as well 

as Shades, the PBM game Stametl 
and many other aspects Of Prestel 
and Micronet. Mymailbox 7 umibe! 
5219905412 and ls replies 


to VOuUr messages every weekend 


e missed out 


DOM A! 


mano] PL 


| de Micronet: an alternative-to 
| megadestruction ... 


cket lLjimmers 


version Sth 


tOth 


FALLING OFF 
A LOG-ON 
SCREEN 


THE recently-updated Prestel log- 
'ondog-off screen is SO DULL! 

PR apo reiico mpihor tones ais 
| trouble. You can now log 
onto with a modem runn gat 


That's OK, DA TCA Piuio dor 

crashes every time | log off. 
Hanyona has had similar 

trouble, please contact my 
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THE LABOURS 


loventare | 


OF HERCULES 


| PRODUCER: Terry Tavlor 
PRICE: £1.99 


pre OQuilled adventure 
udp di offers much more than 
pe E, f dia cursory glance might 
al A sisuggest. The theme 
ee chosen is one | much 
enjoy — Rest Greece = which | 
think suits the medium of 
adventure very well (though 
| Some unfortunates may well 
recall curiously inappropriate 
Latin lessons which have 
irrevocably sei these 
wondrous Greek stories). 
Another plus for reviewers like 
myself is the superh information 
po received with the game = a 
esson for all budding software 
producers, who sometimes 
overlook the importance of clear 


instructions and information m | 


developing product identity. 


him by Eurystheus to assuage the 
strong man's guiltover cuttin up 
his own family. Hercules's 





behaviour which is, of course, 
completely out of character, is 
explained away by his good 
friend, Theseus, who reminds 
him of Hera's curse upon him. By 
going to the oracle our hero finds 
is way of gaining grace: he takes 
on the 12 tasks which by and 
lar must be completed in the 
er set by Eurystheus, 

our journey will throw you 
into the fascinating world of 
Greek mythology. You will 
encounter the fearsome Hydra, 


the Minotaur, Cerberus the 
terrible uardian of the 
underworld, and other 
characters from the realms of 
legend. des seda ancient Greece, 
Cross plains, negotiate 
| ogia mountains and 


| treacherous swamps, and sail the 
vast ocean to distant lands and | 
| stands. 
Your Herculean task in thisone | 

| às to guide Hercules through a | 
series of tasks (12 in all) asked of | 


« Sounds like a holiday 
brochure from the days before 
ed 18-30. 


h it's a Quilled text-only | 


abfaio 1 Pe Labours Of Hercules às 
a very enga ing piece of 
software, and it has chosen some 


The mythology of ancient Greece and the technology of today make toran an 
evocative challenge in The Labours Of Hercules, (M's text-only: this is the load- 


ing screen.) 


15 7 


de td 
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descriptions 


| | move the pace on a h 





superb legends from which to 
create its problems. The location 


are often quite 
evocative, as in the case of the 
Royal Throne Room: “This room 
surpasses anything that Hercules 
has ever seen, The walls are 
adorned with | magnificent 
frescoes depicting all manner of 
exotic flowers, birds and animals. 
The floor is à huge mosaic, and 
tells of the battle of the Titans. At 
the head of the room is a huge 
marble throne, and seated on 
thal throne is the regal figure of 
Eurystheus. M is from this 
location that the tasks are meted 


Ou, 

The EXAMINE reports are 
contrastingly short, but the 
important thing is that just about 
everything can be examined, 
whether central to the plot or 
not. 





À good theme with good 


| problems = what more does an 


adventure need? The Labours Of 
Hercules is available by mail 
order only from Terry Taylor at 
20 Lee Road, Bacup, Lancashire 
OLT3 OEA. 


DIFHCULTY: made easter by 
referring to the Greek myths 
GRAPHICS: noné 
PRESENTATION: redesigned 
character set 

INPUT FACILITY: verbinoun 
RESPONSE: fast Quill 
GENERAL RATING: interesting 
theme and plot 


Atmosphere 74% 
Vocabulary 73% 
Logic 71% 
Addictive quality 75% 
Overall 7 3% 





PRODUCER: Stephen 
Wadsworth 


as he John Peel slot here — 
ad mo-ome has quite picked 
up on this game as yet, 
so presumably many 
“ software houses 


| nie received it might well 


look here to see what | thought of 
f The Guestis a very competent 
game and this is in no small way 


| due to its very safe background — 
| | de The Quill, Mlustrator and Patch: 


most of the game was in fact 
written before their successor, 

PAU, became available, 
However, there is a niggle even if 
its source is fully explained by the 
author himself: due to the use of 
airbrush and inverse airbrush 
effects, which give the pictures 
above the text more texture, the 
graphics appear slowly and this 
proves irritating when trying to 
over 
familiar ground. Apart from this 
qualification, much is as you'd 
expect — the coherent plot and 


THE GUEST 


setting taking their inspiration 
from the ghoul-ridden and 
vampire-infested works of Bram 
Stoker and Stephen King. 

The adventure seems very long 
and is set over two parts, the 
second being the more difficul. 
At the start of Part Two you type 
nm a set of codes which must 
correspond to some useful items 
from Part One, Because | fuffed 
one of the entries, | had to make 
do without my fragment, an 
important item from the first 
eprode. 


“+ The notes accompanying my 


review were truly 
marvellous and included maps 
and some rather interesting plans 


| of Riverpoint Castle overlooking 


the Fief Of Riverpoint, 

These lands are owned by the 
Bistrize family, hea by a 
Count and Countess. The Count 
has fallen ill with an inexplicable | 
malady and the Countess turns to 
vou, The Guest, her personal 
champion and servant fighter, to 
sort things out, 
















the shadowy world of The Guest 
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| Things are pretty bad when 
vou arrive. The villagers have 
shut themselves in the village hall 
to avoid their brethren who have 
joined the undead roaming the 
area: at the start of the 
“adventure, their 
almost exhausted and their 
| morale low as mo-one has seen 
| the Priest Canen for three days. 
No doubt you, the hero, can turn 
things around with a nice pot of 
strong tea. 

The other character in this 
adventure is Hara, the Wise 
Woman or Grey Sorceress — 
“grey” because her magic is not 
| fully white and not potent 
enough to vanquish the 
Nosferatu, the magical demon 
behind all the queer goings-on. 

Hara is a useful first stop on 
“your investigative trail: it às she 
who puts forward the theory that 
the Nosferatu às behind the 
count's sudden fal from good 
health and his journey into the 
twilight world of the undead. 

To complete the adventure 
your thankless task is to rid the 
village of all these ghostly undead 
beings floating around, penetrate 
the castle's defences, destroy the 


Nosferatu, and round off the lot | 
| INPUT FACILITY: verbinoun 


with a mystery bonus mission. 
Playing the game vou 


immediately become aware of | 
but the | 


the slow graphics, 

redesigned character set is 

atmospheric, if a little difficult to 

read, Particularhy difficult are the 

runes that represent your input: 

these are so hard to decipher that 
ou are never quite sure if you 
ave made a typing error. 


The location  descriptions 


strength às 
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D Ifsacase of Quiled until undead as you search for the Nosferatu, hidden in. 















aren't the most interesting I've 
ever read and where they do tend 
towax byrical you'll normally find 
them repeated often, along with 
the lines “you can hear the birds 
singing” or “the east sky is lit with 
the orange dawn light of the sur”, 
You're often told about lhe 
position and quality of the light, 
which | suppose adds some 
flavour to the game. 

The Guest-is rather à good 
Cuilled game. It has very little in 
the way of earthshatteringl 
original features but, as with ali 

mes written on utilities, it 
shows a certain competence, The 
slow pictures are the exception: 
only one seems to have 
warranted all the effort expended 
in the airbrush technique which 
is responsible for the delays. In 
conclusion: a theme and 
good  playability, but the 
bri ft is perhaps just a 
itle boring. 


DIFFICULTY: Part One 
reasonably easy, Part Two much 
tougher 


| GRAPHICS: stipple effect, 


average 
PRESENTATION: decidedly 
average 


RESPONSE: Quill, but graphics 
slow | 
GENERAL RATING: competent, 


but perhaps a trifle dull 

Atmosphere 65% 
Vocabulary 67% 
Paco 69% 
Addictive qualities 68% 
Overall 67% 





“Shrouelvonide, has invaded the 








PRODUCER: Venom 
Games 

PRICE: £1.00 

AUTHOR: Mark Lane 


pb Repsilak, Prince of the 
| Shadowdwarves and 
= of all 
upper lands from his domain 
deep. beneath the ground. His 
objective is to claim the upper 
lands as part of his kingdom, for 


| then he would be the supreme 


leader of all Dargonscrypt, a 

large separate continent. 

á With the arrival of Repsilak and 
Is 


whole of the continent is startin 
to succumb to the prince's blac 


of light and life itself. When the 
sun finally does 
exhausted it will go out forever; 
the land will be in total darkness 
and Repsilak will be triumphant. 

However, there is 


then the sun will absorb the 


| magic given off by the potion and 


regain its strength. Repsilak will 
be defeated. Can you discover 
the secret of the elixir? If so, then 
you will be able to rid the land of 
Repsilak and peace will return 


| ONCE more. 


So goes the blurh with this one, 


| and | can't really make up my 
| mind whether it's just soft in lhe 
' head or rather clever. The game 
" Mself does appear just a bit sofl: 


two-thirds of the screen area is 


| devoted to lhe title and the name 


of the software house is 
permanently displayed with a 


Simple and very small picture 
over on the far right. Needlessto | 


say, none of the pictures would 
win any awards, though at least 
they're drawn quickly! The text is 
unrefined Spectrum lower case, 
while the scrolling text at the 
bottom moves in such a manner 
as to leave the end of the last 


location description topping the | 


new one. 


“But despite the presentation, | 
the game as an adventure plays 





wer of black magic, all. 
ness starts to fade from the | 
land. Now the final object in the | 


become | 


| door 
| an 

alternative: if the elixir of light 
| and power can be concocted 





Overall 





DARGONSCRYPT 


ds Me - se layout is well- 
anced and easily mapped. 
items are carefully scattered 
about, usually one to every other | 
location or so, and after about 20 
locations, associations, whether 
justified or not, begin to form. 
The objects of the first area 
(bounded by a pile of rubble, a 
deathly door and a waterfall) 
include a parrot cage, a trowel, a 
quill, a silver stick covered in 
small thorns, a crucifix (doesn't 
every adventure have one of 
these?), chalk, a plant, and a 


| water canteen. Put these last two 
"together and you see the plant 
-suddenly put on some growth 


and oduce a seed, You 
immediately ask yourself if this 
could be linked tothe trowel ... 
How vou find the water 
canteen is a little strange — on 


| your first visit to the sand caverns 
| vou suspect nothing but, when 
magic: the sun, the very source | 


vou pass by again, without any 
prompting whatsoever up comes 
“You dig in the soft sand. You can 


| also see a canteen of water.'! 


he happenings at the deathly 
aren't too convincing 
either; the parrot squawks 
“Snakivor! Snakivor” only when 


| is too late and you've passed the | 


snake to your death at the door: 
but much more curious than this 
is the fact that you left the parrot 
behind in its cage in the small 
cave, way back on the OTHER 


side of the map. Perhaps these 


two disparate locations 
somehow connect up. 
Still, Dargonscryptis not bad at 


all for the small sum asked. It's 


available from Venom, TI 
Hampden Close  Bicester, 
Oxitordshire OX6 7UG. 


DIFFICULTY : easy to get your 
teeth into 

GRAPHICS: very small, and 
simple 


PRESENTATION: average 

INPUT FACILITY: verbi'noun 

RESPONSE: fast 

GENERAL RATING: good value 

Atmosphere 70% | 

Vocabulary 69% | 

Logic 69% 

Addictive qualities 70% | 
69% | 








There was a super 
mailbag for this month, 
with some good, 

| detailed questions | can 
get my teeth into. Let's 
kick off with a recent 
release, Legend Of 
Apache Gold. 


LEGEND OF APACHE GOLD 
RR JONES of Leicester is 


round a campfire by the 

following puzzles: 

1 Howdo you get into the mine? 
| get stop by the dancing 
Indian who-cómes out of the 

ã skull, 3 ú 
How do you avoid getting your 
feet burnt in the desert? Ilsays 
ia supe trad on your 

SO, W 

3 What fe prog got to do 
with nt 

4 What part do the canoe and 
crocodile play? 


I To prá the mine INSERT 


FEV 

2 GIVE FERN to Indian trader 
and wear the shoes he gives 
vou to cross the burning sands 

3 Toprevent lhe ca 
corn, GIVE JAR ( by 
EXAM DOC at wagon) 

4 Toscare away the crocodile 
SHOW HANDBAG. Paddle 
the canoe with the branch. 


BLA 


NEVER ENDING STORY 


“Help! Fm stuck on NES, | have 
been to the Southern Oracles 


cave and flown to Spook City on | 


Falkor. I've seen the nc on 
the wall and in my ssjon | 
have a cape, a sma of 
leather, a fragmento! epopeia 
gilt-covered horn. How do | get 
to new locations from inside the 
Àcity? Is it something to do with 
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| Merry 


M he | 
(Apache tips courtesy of GEOFF | JENKINS). € Go E from the dark 


the wolf, as seen on one of the 


paintings?' wails ANTHONY 
PHILLIPS of West Glamorgan. 
TRY: GET ROPE from the area of 
the ruins and orchard, go in SW 
a NW directions am remove 
the planks to reveal staircase 

down. Tie the rope to the hook. 
(Thanks to G BARR.) 

SCOTT BURNS wondersof the 


| ri Leal dd 


how to make it fly, and 


broken glass are for. Take Falkor 
of Auryn and 


when in possession 

| he will stay with you. Say FLY 

| SOUTH if you wish to go south. 
Drop the crystal in the room with 


the strange machine and you will 
be tofd how to pass is ia 
(Thanks to regular JOHN 
WILSON.) 

LORD OF THE RINGS 


JACO CEBULA of Fife writes: “1, 


| like R Smith | CRASH, 
6 cd ao a “ha ágio deco 


ve ma to cigana 


| Melbourne House's 

| tardia ont tive seios ar part ita 
| adventure. | would very much 

| Nike to complete the first part but 


my problem lies in crossing the 
Dr dnáie by ferry. Once Sam 
has turned the h and the 
ferry is across | find it hard to 


| cross because | simply do not 
| know the correct command, 


Also, | cannot find a way through 


| the old forest and end up getling 
| lost or dying of starvation. | 


would be incredibly grateful if 


| you could help me solve these 
| bie 


pr 
“PS if you are wondering how | 
gotto the old forest WwilhouEbeMiE 


| ableto cross the river itisbecause 


catingthe | | cheated and left the ring at Bag 


End and went over the bridge to 
5 house," 
Atihe landing stage the handle 


| has to be tumed five times: once 
| by yourself and twice by each of 


companions (DEREK 


rest Co E to a vie place and E 


| again a raso pace Go SE to 


hilltop then 5 to a bank on 
the Brandywine River. (ATMAN 
HAKEIN) 

DAVID PRIDDLE of pinta 
has a problem in Game One. 
wishes to know what he can is 
about the green eight and the 
red sei Attack the knight Gil he 

ars (eating food between 
attacks to keep your energy up). 


* purpose 
| and the s 
| RICHAR 


| planas ea he contra dês 


| o sitio and it 
and reveal a 


As th toner Ka te vicio 


| ignoring her promises, (DES. 
| DAVIES) 


| THEHELM 
] | “I've been stumped 
“| adventure The Heim, 


Yy Firebird's 
Vhat is the 
of the mirror, the bulb, 
les? wonders 
 DRAGE of 
re lhe 


room use the mirror to defleci the 


| lightheam. Get the octopus while 


the bulk and use the 
er do to burn the haystack 
to reveal à 
DUNCAN LEWIS of 


| Derbyshire would like to know 
 howto Enero ca doors, 

| what purpose the griffin serves 

| and where the salt is, Castle 

| dee bd it o 


rop he riam wir, ps 


tarja Use the hollow reed to 


| bat nao crystal and the piece of | ps pari Sid to Dead 


| SEABASE DELTA 
| no NCAN LEWIS also has a 


firebird of preta with another 


vol ménd fit No 25 

; Where sh os he pe 

panel the key 

Pis Sa ci 

farm. Examine telescope 
and you will see the small 
metal chalé do pay à 


2 E ho Forno Herr meith ink 
from 


the infured octopus 
(MATTHEW TUCK) 


COLOUR OF MAGIC 
ALASTAIR CUSHION of 


Cornwall asks: Dnit 
tellme how to get ofíthe pirate 


ship in Part Four of Delta 4's 
Colour Of Magic? have the 
bucket and the three battles of 
rum, but how do | e 


ER irate tim guards | 
me t L 

Get all the bottles oÉ rum. 
Then, starting at the drunk 
sailor, leave one botilo 
location! to the edge of 
the ship. GET BUCKET. The 
sailor should fall overboard. 
Climb into the boat and keep 
bailing it out. (MATTHEW 
HOBBES) 


LORDS OF TIME 

'How do you clear the stream 
and what do you do with the 
lonely narcissus (Zone 1)7' 
asks MR ie pla iai a 
Stream; tie plank with rope, 
Re ont across stream. 


NARCISSUS Dir give looking glass 
to narcissus. (À SNAPE) 


MAFRA CONTRACTS | & 
“Lam stuck at 85% in Mafia 


| Contract Il. Could you please 


| telíme what to do once you 


have killed Rossi on the - 
penthouse floor of his offices? 


| ro DANIEL WARD of 
| ERA 


5.5, press ground, 5, W 


| either walk or wait-for mal 
| aterossing, W, 5, W, W, open 


VE VEN, opendoor, up, 
open door, fire. Later get card, 
enter code and get folder. 

JAMIE CORK ar 
Buckinghamshire poses the 
following queries: 

t Where is Vincetti's office? 
2 Where is the gun? 
3 ' une any way of avoiding 
ly you hear a screech 
res and a black Cadillac 
pu up — three men jump out 
and blow you to bits? 
“EInsertthe coin. Take the ticket 
si ln Getoffat Chinatown 
ar say poup st Now 
canseca a nan 

Vincetti's office. (RONAN O 

Go e re hop oppee He 
to opposite 

hotel and say “Lou dão 

Show him the 

“res “when asked if seia 

a bulletproof vest. The gun is 

here as well. (ALAN 

WILLIAMS) 

3 Keep moving — don't take too 
na to complete cach section 
of the game! 


Stuck in a dismal 
dungeon? Can'tget pasta 
24-fanged monster? 
Missing that vital clue? 
Just write with your 
problems (and your 
adventure ci to 
Signstumps 

CRASH, PO Box 10, 
Ludlow, 

Shropshire SY8 1DB 


| Sorry - your Stumps can't 


be answered personally, 
but as many as possible are 
printed each month 





“ITLLBEALL 
RIGHT ON THE 
NIGHT 


Dear Derek | 
Thanks a million for printing my 
| “'poetic" tips for The Red Lion in 
| psp ltwas greal to see them 
ing an norton fo ckanE 
te 
ng some people), | think | 
should point out a small 
pomapiuçal error. The last bit 
d read not “the Lord of the 
Right”, but “Lord of the Night". 
The only reason | mention it is to 
avoid accusations of political 
no matter do pu 


om 15 between t 
Lord and certain right- ds 
politicians might be, 


CHRISTOPHER WARD, Mystic | 
Software 


YOU MUST 


| REMEMBER THIS. 


| er Derek 


Às promised man 
when | still had ada 
levelexams hanging over me and 
devoted 25 hours a day to 
revision (well, if icemed é like 
that!), I've finally e round to 
writing the Doomdark's Revenge 
Wh iss the 
en en rogram 
ad be disheartened by the 
| hofit= it's half the length 
| the REM statements, 
| pps out any lines between 601 


81 you do not want, butyou | 
| mustinclude the end marker (line | 


| 691). Also, onhy the first data 
| block is checked, so with the 
poke data you'll just have to 
double ani triple cl check nt 
yourselves. aê 

Running es program, it 
will ignore the BASIC loader of 
Doomdark's Revenge, but load 
the headertess code. lt will then 
| black out for a minute till the 
| screen attributes flash on, but the 
border will remain masked black 
“fora further minute. Don'tworry 
about this, it's just me being 


clever. 
The list below details all the 
kes: 


po 
1 NO MIST (lines 600-601) does 
| | exactly that — no mist to 
“restrict the view of Icemark. 
MOVE THROUGH 
ANYTHING (lines 6100-617) 
allows you to move at night 
thr the icy wastes, to 
move put of battles at any 
time, not Immo 
when utterly tired, and to 
move into any fortress or city 
without approach or attack. 
3 NOT KILLED BY DRAGONS 
(lines 620-621) allows you to 
pass through dragons, wolves 


and so on iliout the fear of 
being killed. 
CHOOSE AT NIGHT (lines à 


6430-631) is especially useful if 


moving at night through use of 
poke 2. 
FREE WARRIORS (lines 640- 
641). You or your fortress do 
not lose any rop when 
recruiting or posting. In other 
words, an extra hundred 
troops are created every time 
use Or recruit, 

EE SCR EN BUILD UP (lines 
650-651). E time you 
move you see lhe new Rae 
being generated. dt look 
the landscape is Pd anã 
towards you and is 
useful in lookin “behind' 
mountains and 
ALWAYS RECRUIT (lines Ea 
661). NH you pa pe An 
ag the alento will always 

be recruited, You can even 
recruit Shareth The 
Hearistealer! 


8 NO MOVEMENT AT NIGHT 


(lines 670-671). With this the 
computer does not move any 
of the characters at night, il 
id decides the battles. Only 

o be used if you want à really 
Saias 2 A poke 
| 


CONTROL ANY 
CHARACTERS (lines 680- 
683). When sing 
CHOOSE, al the 128 
characters are listed in a total 
of seven pages. To help you, all 
those characters you have not 
recruited are in blue (black is 
dead, red E vouE ido) This can 
be used in a number of ways: 

) By prin 5 on the list page 
vou can look through the eyes 
of Shareth The Heartstealer 
and see where she and her 
armies are, using il as a 
warning for your troops. 

H) By use of poke 8 elimimating 
the computer from character 
movement you could have a 
en pt Di ru The 

rst player woul 
control of Luxor and the 
Seca er control 
Shareth, with the computer 
there si to decide the 
outcome of the battles. You 
would have to use a pen and 
notepad to note down which 
characters Shareth controls 
and it would call for much 
honesty on the part of the 
players. However, it would 
produce a very interestin 
game, either having to 
against Shareth who is 
controlled » a 
siral or by play 
Shareth and seein g the 
through her eyes. dee 1 vou 
have a better strategy for 
Shareth than the computer 


| hope ou find these pokes 
useful and Lam sure you willfind 
many different uses for them, 
especially with poke 9ii. 


PERFECT PUZZLES 


| Dear Derek 


Lam writing on quite a number of 
points so | will be as brief as 
possible. Firsthy, on les beCEDE 
raphic'text adventures. You 
ave said you prefer adventures 
with graphics = why? The only 
adventure I've played where the 
er ICs to the game was 
artore, and this meant the text 


| had to suffer. In fact in many 


cases graphics detract from a 


| game = The Secret Of St Bride's, 


Level 9 games, for example. | 


personaliy prefer longer text — 
you've got to admit Level 9 games 
without graphics are far better 


| than those with graphics. 


Next, would like to commend 


| you for the excellent Adventure 


Trail Extra. lt was certainly a job 
well done, and maybe the 


| adventure section should he 
expanded every month. 


Also, | would like to put: 
forward a suggestion for a new 
subsection entitled Favourite 
Puzzles (or some more 

native title). In this section 
rs could say what their 
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' Li 


| tendo uzzle i E an adventure 
was, an what happens. M 

| favourite is in Morin Of À 

“Paradise (Level 9) where the sign 
'Dump Rubbish Here' has to be 
moved to clear a pile of rubbish, 
and put somewhere else to build 
à new one 


aa vs fext adventures: I've 

been here before. The point is we 
now have aphic computers 
with 128K of memory, and Idon't 
think it's too much to ask for good 


pictures AND meamingrul text. || 


Cotnas peito twhen if comes 
to 48kK-only EdImes, 
though. As for your idea aboul à 
new section for “problems | have 


loved”, it's an excellent idea. 1 


get thinking about it immediateiy. 


YOU WANT 
PROBLEMS? | GOT 
PROBLEMS 


Dear Derek 
I am oPredopee this letter to talk 
ing that makes or 
breaks an adventure, the 
to be specific, Yes, the 
thi im El bag bro up the wall 
à tis Ego Pd write a 
ra à ração Signstumps 
then realise the answer two 
minutes after you have posted it. 
We have read about the seven 


sins of adventuring but | think an | interactions in intelli 


“adventure is affected mainly by 
| the problems in it. 
[1 The ei Hear 
| Never aving p 
original Adventure, | recently 
Deum The Eu 5 Tale and 
myself able to pass 
through it relatively quickly 
because nearly all of the 
problems ice this they 
category, 4 because the' 
have been repeated in other 
adventure games (or stories). 
For example, water the a 
then climk up it. Swi 
river with rope (Renta. 


The Obscure Solution 
Problem 


What about this for a real 
palaver? In Return To Eden, 
throw the sweet pea to the 
Ouija bird, it lays a brick. 
Plant the brick whereupon it 
turns into a house plant! Well 
is allvery wellfor the author 
ba at about the do 
anybody who has 
the game (Level 9'5 worst) 
passed this problem without a 
solution sheet? These are the 
worst type of problem, the 
type that can put you off 
playing the game at all. 
The Obscure Vocabulary 
Problem 
an not too common 
and extinct in the 
ae go né adventures, You 
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= : á mada: A temo a ” 


S NICHOLS, Newcastle | 


soon reach the stage oftypin 
in the obvious solution | a Ê 
every conceivable manner 
sible (a thesaurus will 
lp) but nothing happens till 
you type il in Chinese! 
- Thel cal Problem 

The ing problem in The 
Fawn was made hard to 
because of my instinctive 
reaction to ta it under 
category 2 or 3 (obscure 

“solution or vocabulary). After 
finding neither the hoe nor 
the rake were strong enough 
by themselves to lever the 
boulder off the path, | 
removed my shirt, tied Peba 
together and tried again 
SUCCESS! This proble 
wouhd he classi : ed as 
category 3 in a lesser 
adventure but with the 
excellent language parser in 
The Pawn this can fe made 
common place. 


So now, all you budding 
adventure writers, it is the 
espeto er na the 

vability adventure SO 
take them from ries 1 and 


the whole of the 128K available 
and using BAW truly beilliant 
adventures can be written even 


| tothestandard of The Pawn. The 
| Fawr has achieved cult status 


simply because of all the things 


| that can be done that aren't 


connected to the final solution, 
that is, all objects can be 


examined (includin 
background), people can have 
nt ways 
(no set phrases like Sherlock). 
Objects can be tied together or 
filled even if they have no part to 
play. Too many adventures fall 
into the trap of only lettin: you 
act upon solutions to problems 


| rather than giving freedom in 
: by the FED 


VPRLIANE Lincolnshire | 
Fou lost me at one point, but | 
otherwise letter. | 


df EXCE 


particulany liked the Chinées | 


comment and the part about 


getting the solution just after | 
sending off a plea — I'm surema 


readers can relate to this. $ 
other readers may be stuck on the 
same parts of an adventure and 
Signstumps provides help. 


ANOTHER ONE 
HOOKED 


Dear Derek 


| Lused to think no discernin 


player could be converted fi 
arcade games to adventures - but 
now Em eating my words! 
Because | live within a short train 


| Searching th 


|. journey's distance of London, | 


poopau along to the Microfair in 
Rqeme Indeed, | 
fDaind what | was g for, The 


| Sentinel, Though | only took a 


tenner | still had a nd full of 


| change; consequently | hunted 


for another bargain. For some 


solve | quite unknown reason | walked 


over to an adventure stall. 
rough | picked up 
The Price Cf Magik, a evil Sady: 
enture. | suppose it was the 
artwork that first attracted me to 


“dt, but | couldn't help noticing 


what was aí the bottom of e 
cover; “A CRASH Smash. 


| ETW Pick of the Week . 
| Bda Hthought, 'some 


ame!”. Readily parting with my 
t few pennies [ left, Since the 


| frsttime | loaded The Price Of 


Magik I've been hooked: | didn't 
realize just how much fun | had 


| eta missing. To give some indi- 


cation of how good Magik is, I've 
played it more than The Sentinel, 


| which is really ni something, 
| seeingas The Sent. 


elis probably 
the best nonadventure game to 


hit the old Speccy. 
categories | This eta is aimed das al 
4 onhy (classical or logical). With 


so-called arcade freaks. H you 
have never tried adventuring, for 
Grudd's sake one (recóm- 


mended by CRASH of course) 


| and try. H'svery annoying having 
| wasted years of computing not 


knowing what you are missing. 
AMES HOME, Kent 


1 bd reaiiy print your address 


E games — as you 


| requests de 
put your sw 


in local spp di and 
2 ich Um fa 
if a FESpONSEe. / eep 

on adventuring — it's nice to see a 
“to those arcade chauvinists 
think all adventures are dry, 


DB 


MAKING A 
HASHI OF 
KOBYASHI 


Dear Derek, 

Please print the solution to the 
Wisdom and Understandi 

doors in Kobyashi Naru which 
Ewan McEachran of Staffordshire 


“Submitted in Issue 41. | havé been 


getting nowhere for two months. 
lf you can't print the solutions in 


| ap could you send a let- 


ter with 
DAVID CATE Tyne & Wear 


Well, David, | can't send you the 


| solutions — Adventure Trail is a 


magazine column onty, and | 
haven't the time to co 

with readers on a personal level 
(so DONT send selfadoressed 
stamped envelopes - | will 


as possible in 


good news now — below 


| are solutions to the two unsolved 


parts of Kobpashi Naru. (Ewan 
achran sent in solutions to all 
three parts of Kobvashi Naru for 
the Adventure Trail Extra, but | 
decided to print only the know. 
solution then, ie to tan 
vou!) | 
WISDOM 
There are two wars to do this, | 
but mine 15 more fun, | 
! Activate the solance. Pull it. 
This will free it of the meal 
block. IMPORTANT = activate 
itagain (this will deactivate it). 
Go north. Analyse tunnel — to 
find a cliff. Analyse cliffto find 
anomask — like a gas mask. Get 
Co ensr bi jour:fnd 
o east [É d 
snail called ferir PS o 
solançce. Cut antennae. Acti- 
vate the solance again (to 
cssaprcaição NE hy- till 
O east quic Vou can go 
no further. Swim centre to find 
a giant clam. Use solance, 
whreh wall block its jaws. Swim 
clam. Gel pearl. Be careful not 
to get the solance here = if you 
dao, death will follow. 
> Swim mater. Ascend (any- 
thing). You will now be on tap 
ofa cliff. Descend cliff. 
Go south then east to finish, 


UNDERSTANDING 


Analyse megavnil. Aclivate 
megavnil. Get lasalite. 

“Soulh, east, jump pit, east, 
Driods will appear, and if you 
analyse the yellow area vou 
will seg a strange wheel. This ts 
the object. Do not go east. 
ninho sotives fa 
strong ma, Drop it 
= this v pre the wheel, 
but also the driods. 

| Go west, Throw the wheel into 
the pit. Ore of the driods will 


Pre da ada E 


5 He will remove you to his 
isto Analyse pane to find à 
Do not go 
ria Go west, Analyse pass- 
age to find the lasadroid near. 
Activate the lasalite, Useit. Go | 
cast, | 
Analyse computer — you mol | 
find some buttons. Activate | 
computer, Then go south. Get 
nheel (again). Retrace your 
steps to pe start. Wesl, mesl, 
jump pit, west, north, Then go 
north to finish. 
The ending is very fame. 
DB 


Send your queries to 
SIGNSTUMES, 
CRASH, PO BOX 10, 


LUDLOW, 
SHROPSHIRESY8 1DB 
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o the worid of software features 
ged bikers riding for 


Mirrorsoft's jatest foray int 
nt of high-SP 


ottering pretty mus 
both CRASH am 


uper Action | 
il cach get 8 spe 


fob. 
what's Super petion ts 
consisting of people who don't live in 
have never peen k jet a eve 
knowingiy ass their ps; ead, in 56 
they specialise in action sports 
| ) ad Bike, OF a Trimoto, or a 
Meteorite DU99Y or taking partin a spot of archery «-- 
don't bother entering the compe MN, however, you're 
the type Who jaughs de i , face and gats three 
shredded wheat fo 7 e (... On secom 
thoughts, 90 and tak look at this MO 4s CRASH demo 
tape an E) qa Mean streak. 
Okay. Done that? Goog, 1 wW G again and take 
notes this time, 'C0S the answers to the following questions 
are in the tape — somewhere — or around mn 
reak track and wh 


4 Whatis the name of the Mean st 
better known as today? 
How many levels are there in Mirrorsoft's Mean 
Streak game? 
3 Whoare a) the designer and b) the 
Streak? 


ent. 
+ fancy riding & Qu 


E 
| 
| 


E 


atis tt 


programmer of Mean 


id 
EE 


Ria 


ht, put your answers ON po 
etope and rush them, PO 
A THRILLS | 


« 40, LUDLO 


day 23 October, 


, address and à telephone 
| in order to arrange the 
st off to have à go 
othe MY nerves — 


uid be in DY Fri 

day out if 

n at some 

underwater shark-w restiing to 59 nt's onda 
video. 








AC eNEEA from lato Corn. taB& Programimed tos 


Imagine Software 


E 
FÊ 
| 

? 
| 


a 


LT Time knife-edge wortid of the VIE la nte e ru! a = € Es co EE pc 
, GR no placeto rest,notin jeto think - E da | 
took snarp=there is always time to die! From the city subways to the g ganglandhettos you will almaçs ê 
oi the disciples of"evil whose mission it is to exterminate the only man on earth who dares to throw down 


— a 


dig 


E the gauntlet in their path - the Reniegade” A Breathtaking comversion of tislimade hit by 
? Taito now for you r home computer With all the original play features. 
PL AY RENEGADE...PLAY MEANE= 


= = Ele 


Armtrad, Spectrum, Cimmodora by imagina Sottyere 


6 Central Street - Manchester MZ 5NS - Tel: 061 834 9939 - Telex: 6569977 













mo a a 


THIS TIME FL TAKE MY 
TALENTS TO THE 
PROFESSIONALS, 


. = - r : 5 
DE DR a a O E 





MY LAST GAME GOT NOWHERE 
BUT | JUST KNOW IT WAS 
6000 ENOUGH. 







BUT FIRST THE BAIT " Wyou haven't heard of Ocean then you're probably notthe 


person we're looking for luniess you've been living on another planet in which case we'd be delighted 





































tô mMÉBt VOL). 4 
Ocean Software (s sold worldwide and its producing maximum sales révenue:. That means a lotof É 
money for someone, That someone could be you! RE 
o mm Diga 
S0, HOW DO VOU MEASURE UP? no 





== we're looking for people who want to make their 
names ih program coding - graphic/games design - music and other related computer skills, 

H you have experience in the Software Industry all the better —1ts a distinct advantage, Idealhy weld 
Wke you to work with us here, where we can give you the training support, equipment and advice 
Bhat will help you grow but, ifyou insist, you can work on a freelance basis (providing you are 

good enough). 

And taling about ireelance, we're ahways looking for finished software to market successfully 

ar we can translate original programs into every relevantmicro format And because we are 
one of the biggest, we can guarantee-big payments= in whichever way vou want, outright 
purchase, flat fees, royalbes, payments in advance = if your work is good enough, the sky's the 
Wrmit-remember we work and publish in both & and 16 bit environments = woridynde-so no 
projectis too large fortoo small for us to make the most ofits potential. 


ARE vou HOOKED? Then contact us today telex, fax or letter We promise vue! 


treat your correspondence in total confidence, We're waiting for you to byte (sorry about that) 





Garry Bracey, Telephone: 0561-832 6633 
Software Manager, Telex: 669977 OCEANS G 
Ocean Software Limited, Fax No, 061-834 0650 

6 Central Street, e 


Manchester M2 5NS5, 
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The Apache...Fierce and elusive, like its warrior namesake GUNSHIP is available for the CBM 64/128K Spectrumand 
-«« Capable of defeating enemy tanks, infantry, and hostile coming soon for IBM PC and compatibles. 

aircraft on the modern electronic battlefield. 

Gunships revolutionary 3-D graphics enable you, the pilot, 

to fly into the world's hottest trouble spots .. You'll use an 

unbelievable array of high tech information and weapon 

systems, including lasers, video cameras, night viewers, e mem 

radar warnings, jammers, computers, missiles, rockets, SIMULATION 


flares and a 30mm cannon! Successful missions will be sEÉ 8 AT TUE POW SHOW 


rewarded with medals and rank promotions. 
STAND No1511 


Please send copy/ies of Gunship CBM 64/128 [] Cassette £14.95 1 Disk £19.95. 
Spectrum |] Cassette £9.95 = Disk £12.95 [] Further details. 


Name (block capitals) - Address 
“Post Code 


lenchse£f including 55p P+P Cheques payable to MicroProse Software Ltd. 
or debit my Access /Visa card. Expiry date 


MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire GL8 8DA. UK. Tel: (0666) 54326. Tix: 43422 MPS/UKG. 





REA 


ALL ABOUT IT 


There's been an alarming slump in the number of wargames finding their 
way to my garret in north Oxford. Elther all those brave people who wiite 
wargames and expose themselves to my sarcasm have decided ta go 
on holiday, or the Post Office has caten the parcel containing them . 

- A couple of months ago | ERR rrry 

Manoeuvres, my column in CRASH's Comm 


. 


“it seems tair that | should do the same In Frontiine. 


Ratings very artificial, and quite unscientific; but they are the accepted | 
Juter-game reviows, | 


way Of summing up impressions in the woridofco 


and a parcentage breakdowr system such as CRASH uses is a lot more 


| accurate and interesting than just giving single figures. This is the way || 


| think about each rating: 


Presentation is sometimes difficult to disentangie from Graphics, but | 


| in theory it covers every aspect of the game except thé game. The 
packaging, the ease with which orders can be given, and the general 
 aesthetic impression the screen display gives are all considered. 
| Presentation isn't everything in a strategy game, but just as an exam 
candidate with neat handwriting is more likely to get a sympathetic 
marker than an ilegible scrawler, a tidy and professional appearance 
| makes an immediate impression on consumers and reviewers. 
"Graphics in wa are always a compromise. They can rarely do 
- Bs mucho conjure up an atmosphere as arcade graphics can, and have 
| to be content with being representational, But this doesm't mean that 
well-drawn and cleariy-set-out graphics can't improve a wargame:. 
| Rules are extremely important in a wargame, particularly a historical 
| one. It ismt so much the case with Spectrum wargames, but some 
Commodore games are viriually rulebooks with a bit of computer 
animation. | always commend histori 


ROUNDHEADS 


Producer: Lothlorien 

| This is the first wargame l've seen |, Pra 
based or tha Englistr Civil War of o 0 ESA TC EM, 
the 16405, which seems odd when | E aa Md Ser 
you consider how popular a a , 

subject this is with live! 

wargamers, battles between tha 
Roundheads and Cavaliers are re- 


emthusiasts who delight to dress 
up in period military gear and fight 
itout in the name of a long-dead 
cause, Houndheasd's is an attempt 


Mn October 1642, the English | 
Civil War broke out between the | 

| Cavalier forces of King Chanes | 
and the Parliamentary army led by 
the Earl Of Essex. My history is. 
usually abysmal (an essential 
qualification for a wargar 
reviewer, for at least | can tellif a 

| gamehas taugmt meanything ...) 


& REIS él, a GR 
Dr ra mari tio Es a do =» 


a. ab? H is 
aid 1 ERR E RM Sa aid mo e Bio 
SE oa a RS ROS 


end historical material and complain about às. 
- absence, If's important that if the game structure is complex it should be 


Horace Goes Skiing in the t7th century? 


explained in sequentiatand idiot-proof detail, and personally | liketo ses 
the gama-mechanics exposed — lg other people don't. 
Authenticity: taken with any literair 3 War Is particularty 


aimin mM... | authentic. |fyou think about it, you wouldn't really want it to be — all the 
tings system in detail in | 
ora sister ZZAP! 64, and. 


blood and dead bodies and deafening shells and gunfire would not be 
entertaining. But cancreate their own atmosphere, and the player 
can feel involved in'the woric the game reflects. it's the equivalent of our 
wiling suspension of disbelief when watching drama, and it helps, of 
course, if there are no obvious factual blunders or intrusive bits of 


gameplay. | | TAM E rs | 
Playability; all computer gamers know what playability is: '5 the 
quality that stops you bo ad ad A pulting out the power 
lead H you're-still running a rubber model. Ht's the quality that can have 
a zapping or coliacting or assault-breaking into the e hours. 
gh wargames, like adventures, are more sedate and detached than 
arcade. shqot-em-ups, you can still find seven hours slipping by 
undetected if you get involved in a really playable game. Playability can 
be disrupted by the smallest things, such as computer-opponent turns 
which take just a little too long and or scrolling menus which are just 
shghtiy too complex to work. A lot of shallow and dead-end games can 
be quite playable at first, and | comment on that honestly. 
verall: à game can be greater than the sum of its parts, and | don't 
feel that the Overall percentage rating has to be a cocktail of the 
preceding ratings. Bsautiful graphics or badiy-produced rules may be | 
imelevant if the game itself is à turkey or a classic. | 
The ratings are only my personal assessment. In the main body of the | 
reviews | try to be as descriptive as possible so you can decide, | 
imespective of what finai percentage it gets, whether you want to buy the | 
game or nat. 


Reta peso Oxiord pie the 
oyaltst capital during the war and 
that King Charles, lodged in 
Christchurch collage. 

AMI the major cíties in England | 
had been forced to choose sides, 
and the very brief scene-setting 


RODO tinto int RB | paragraph in the Rounahesos 


HH Rui, E | nilebook says that as the game: 
starts the Parti tary forces — | 
rg as opine A — have 

beir greatest support in the south 

and east. They are also negotiating 

for Scottish support, which they 

appear to get. Up and down the 

| country peasants have been 
turning their pitohforks into 
weapons, leaving their fields, and 
raliving- behind one cause or the 
gther. This has not done much for 
the country's agricultural stability, 
and food supplies are restricted to 
what the passing troops can 


| ambitioushy 
attampts to recreate the entire war 
at both tactical and strategic 
levels. You can move whole 
armies up and down the country, 
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| hold of a dramatic spell called 


Have any of you out bia ever 

played any game other t 

“Chaos? Tips for db ” 

Workshop 's apparently never-to- 
CRASH Issue 16, seem to account 
for half the mail Briefing raceives — 
but this month's columnis 
ABSOLUTELY THE LAST NORD 
on Chaos! (She says - Ed) 

James S Smith of Dumbarto: 

| in west Scotland suggests some 
unusual Ari spells. If 

| you've just killed an opponent, 

stand one of your own creatures 

| On the same space and cast 
Vengeance, Decree, or Justice Of 
Dark power on detihça spell ud 
your creature will be transfigured 
ainda of the 
recently-slain opponent. This 


sounds like ea 
| Gooey blobs also can be used 
inways which nature never 
creature, andallowittobe 
covered by a go0ey blob. When 
| the creature is feed, tis 
disillusioned. In Chaos this is a 
good thing. 
R fyoumounta resumrected 
horse, pegasus or manticore, yo 
become an undead creature. dut 
entering a magic wood, magic 


castie or dark citadelloses you this 


| undead status. 
an Day of Preston in 
| Lancashire describes how to get 
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| following su 


, 
[ oi 


Turmoil, which works every time 
and moves everything around the 


"“Scraen — sometimes with fatal 


results. t can only be found in à 
magic wood, can only be 
taken if you're in a tree. And be 
patient = the Turmeil spell only 
appears every hundred tums or 
so 


Moving on to that other 


| venerabte classic Theatre Europe 


(PSS), which has recently been 
rereleased as part of Conlligts 
Trevigws; Issue 29 and 42 
respectively), Paul Hindle of 
Lancing in Sussex makes the 
stions: 

Never ever launch mere than 


| two nuclear strikes in a game. 


Never tum onthe reflex system. 

Don't let the computer choose 
enemy cities as nuclear ta - 
Enemy armies make much better 
victims. 

Chemical strikes are pointiess = 
they adversely affect your end-of- 
game rating, and you run the risk 
of nuclear dps Saioa onse. 

Play as NATO, because if the 
computer plays NATO à doesn't 
fight back! | 

Finally, a plea from M Berry of 
North Bridgend in Wales: 'Has 
anyone gota poke to stop the 
whistling noise the artillery makes 
during Arnbem? lt's driving me up 


the wall!" 


cutting down cormfields on the 


Ot you can fight single battles | 


& two phases 
of the demonstrate how 
diferent reali 
wargaming, and it's interesting to 
ses a nation of the grand 
and the detalled. This feature 


On the strategio level, the 
screen presents a map of England 


| | which is featureless apart from the 
- | noughts and crosses of tha | 


opposing armies. In the one- 
player game-you have to be on the 


side of the King, which givesyou a | 


sight advantage at first; the 
no Sion ara eira 
and slighty stronger than t 

Houndheads. But the Scots soon 
come marching south to aid the 


enemy, so the rules advise the 


plaver to make the most of his 
superiórity. | 

Incidentally, the lack of choice 
Of sides in the one-plaver game 


| alittle inappropriate, and because 
Roundhea e ' And 


Cavaliers 


| appears on the bottom of the 


screen | suspect there was a last- 


| minute title change. 


The player has command of two 


| types of armies at tha strategic 


level, real armies. and 'trained 
bands'. These latter consist of the 


peasants-tumed-warriors and 


other loyal or rebellious citizens 
irom the towns, rounded up into 
some sort of fighting force. They 
can be used in batile, but they're 
not particularly reliable and tend 


to desert if they're moved too far | 
| ffom home or think the odds | 


against them are too great, 


The rulebook illustrates what the 


| Roundhead armies and trained 


bands look like, but neglect to 
make the distinction between their 
Rovyalist equivalents. One has to 
quess. My quess was that the large 


round biobs were the armies, and | 


the smaller squares the traihed 
bands. Confusingly, the 
instructions refer to the units as 
Icons. This may be a strictly 
cormect use of the word, but it's 
certainhy incomect in the context of 


THE BEST 


scales affect | 


a computer € 
always d to mean a control 
symbol. Here, the control system 
isa simple cursor-selection, which 


allows the player to move armies: 


speedity. Às the armies move they 
gather food points, which doesn't 
make sense, after all, wargamers 
are more accustomed tó armies 


consuming food and resource | 


points by moving. À food riot can 
therefore be quelled by sending 
the troops on a quick back-and- 
forth trip across the countryside, 
As the cursor is moved around 
the main map a window at the síde 
of the screen serolis  neatly, 
showing a blow-up of the area 
currenthy under the cursor. The 


side window also displays more | 


attractive versions of the army 
counters, with the Royalist army 
represented as crowned heads 
and the Roundheads looking like 


genialhy smiling grandfathers. This 


seems more useful than it is. 
The close-up map doesn't 


actually show any extra detail | 
| apart from mystorious little 


houses, invisible on the main map, 
which may be intended to indicate 
cities. ls difficult to tell, for the 
rules make no mention of them. 
There is no way of telling which 
towns and cities are where, 
something | regard as very 
unatmospheric. H there was no 
room on the screen display there 


ought to have been a map in the | 


rules to give a bit of colour and 
structure to the landscape... 
The armies and trained bands 


| Bre defined only by their strength 


and the amount of food they carry. 
k would da improved the 
coherence of the game immensel 

if the armies had been identified, 
even in the most rudimentary way. 
As Rt is, there is nothing to aive 
them character and imaginative 
to, and even ifdire co sis 

do follow moving a trained band 


too far from its place of origin it's | 


not 6asy to keep track of where 


each bunch of pickaxe-waving | 


peasants ought to be, 

This is a pity, because in the 
tactical-level battles there's a 
great opportunity to tie the two 


OF ENEMIES ... 


Dear Philippa Ei 
On the subject.of opponents in 
computar wargames, | feel | 


should write about Vulcan. Idonot | 
| claimtobe experienced at playing 


wargames, having only six to my 
credit, but | feel that the computer- 
controlled opponents in these 
games lack a certain quality. 

In Vulcan | would aecuse 'him' 
of not checking his reports to see 
ifhis units ate capable of receiving 
supplies or attacking. On selecting 


the two-player option from lhe set- | 


up menu, | find many of his units 
without supplies, or extremely 
weak 


Knowing this falling in his skillas 
aGeneral, | have managed, asthe 
Axis player, on separate 
occastons to wipe out the 


Ate na encha nes 
ighth Army. The former was done 
without moving mare than the 


Centauro division from the south. | 


Thet5thand21st Panzer divisions 
held the entire English army at ba 
by fortifying behind a wadi for eig 
days. As the Allied units | have 
managed to win “The Tunisian 
Campaign" in only eight days! 


Hidden movement could prove | 


to be an extremely important 
factor in improving computer 
opponents. lhope R T Smith doas 
not miss this worthwhile feature 
out of his next game because of 
what A M Wright said in CRASH 
Issue 42. this month. Being unablo 
to see the enemy leaves the 
element of surprise, | have 
Frequentiy traveliad along a road 


where “icon! is | 


E A VE — . 
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| software shelves, if 





ALL TOGETHER NOW 


PAUL SUMNER reviews the latest 
| compilations — there's gold in them thar 


' you know where to look from conversjoniês caught from the 


VER SINCE the Spectrum | 

stormed into the homes of 

young innocent children, 
compitations of previously 
released games have been lurking 


on the software shelves. From the 
outset compilations WEBrG 
purchased for quantity more than 


quality - the largest collections 
| Seemed to give more value for 
money, more games per pound. 
But as buyers became more 
prudent software houses found 
themselves having to be more 


setective in what they put on their 
cassettes. 


My advice is to stick with well- 
known tiles; at least that way you 
won't buy a package with any 
really rancid games. And whatever 
you do don't discard a compilation 
just because it contains a few 
golden oldies — they're often more 
playablé than new games for | 
which more time has been spent | 





No longer are compilations just 
collections of rejected old games. 
With the growing importance of 
budget software in the sales 
charts (see our feature on page 
45), most compllations are now on presentation than on content. 
slickly-presented and weill- H you're going out to buy a 
advertised packages prociaiming 
value for money. Most software 

| houses have even set up 
depariments which scour the 
market for games tô go on 
compiations. 


particular game, it's worth looking 
around on the compilations first. 
Most full-price games reach their 
peak sales within a few weeks, 30 
within a few months they can be | 
on compilations, where their sales | 


will be steadier. If you're really 
shrewd you could give up buying 
individual games: altogether, and 


= though this way you tend to be 

: 8ix months behind the rest 
of the software scene. Have a 
good look around, there's bound 
to be a compilation for you 
somewhere. 


Note: the information boxes on 
this page give each game's 
origina! CRASH Overall 
percentage and then the issue in 
wfich it was revisweo. NR means 


you've get is sh respectable full-price 
games for EB.99. 


CRASH, 





With the supposed summer 
software slump now past, a whole 
plethora of compilations |s about 
to be released to satisfy our 
asas in the dull time between 

PCW Show and Christmas. 

This collection of compilations 
shows the dilemma facing the 
buyer on the high street. Should 
you go for a great big bundie of 
software that you've never heard 
of? Or is it better to play safe with 
compllations of well-established | 
| oldies? | 
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CER big ras o ut oh set t str a comp new trend in theme 
compitations. | tl a dd And Match brings 
together ten of the most popular recreational simulations released in the Spectrum's 
etime (in fact, 23 H you Count he subgames in Daley Thompson's Supertest and 
Hyper Sports). The onky surprise às the inclusion 01 -SDecar over the far superior 


| Match Day (because-so many dt you have already got the latter, Em The package 
three CRASH CRASH Smash an Io CT er er nr misses. S0 whatever 
| Quean seems to have got itcovered. This tavish package | 
al your local sporis centre... umm, computer shop now | 
price of 232.95, And it-von've got à o lr 
pacago for EE AN AR OA 





ACTINSION | ai geting in on the bundie bonanzz way 2 
e ci nd 
a is probably the best piece; lhe ather three suMer bai 
Commodore, : 


just get the hits all in one package | 


the game was not reviewed in | 
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RIDSPLAY 
Backpack 
Neno 
Deactivalora 
Mlgirt Gunnar 
Marsport 

Monty On The Au 
Start 

Manistrom 
Starsinião 


| Sourty Bob 


Lunar detail 


STAR GAMES Il 
Gremlin 

Higinmay Encounter 
Cpberun 

Froilbiazer 

Avrengor 


| Bailbiazar 


Elttatom 


GAME SET AND MATEH 
UÚcean 

LBA Basketball 

Konami's Tennis 

Supor Soccer 

Daly Thompson's Supertest 
Barry MoGuigan's Boxing 
COS Pool 

Ping Pong 

Word Series Basabal! 
dona Barringtan's Squash 
Hyper Sports 


3% d4 
BO 13 
58% 97 
Ho PY 
aa 25 


E fe 17 
B2% 18 
box Ol tour crssettes E |2:05 


two Spsclrum +43 disks EI7as 


PO WVERFLAYS 
Fhe Power House 


Nerçuies 
Slirnpstot 


| Time Flight 


Cyros 

Squingo 

Del Ball 

Sword & Sinele 
Fonh Of Syrinx 


MICRO VALUE PACK 
Tynesofl 

Parradrote 

Tidy Tony 


| BB Strikos Back 


Stoelyard Blvas 


CLASSIX 1 
The Edge 
Bobby Bearing 
Brian Bloodaxeo 
Siarbiko 
Pspiraxx 

That's The Spirit 


SUMMER GOLD 


US Gold 

Fermtt Frame 
impossíbla Mission 
Aubel Plane) 
Dambesters 

Bruco Leo 

Beach Road dl 


Sn SB 
TES 22 
B5% 31 
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91416 5 
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Ch. 
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É UCASFILM 
COMEPILATIONS 
| Retivision 

| Neris Ri 

Poibiagar 

The Eldoion TR% 36 
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To 33 
E9.59 


Rescue Om Froctalus 
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== "AT LAST: THE MOST VERSATILE AND YET 
| EASIEST TO USE SPECTRUM PRINTER INTERFACE 
FULLY compatible with Spectrum (+), Spectrum 128, Spectrum 2+ = 128K & 48K 
and with add-ons like Interface 1, Opus Discovery, VTX 5000, ete. 
| INS TANTL'Y usable — has EVERYTHING vou will ever need in its 8K ROM and 8K RAM | 
FREEZE button = to activate MULTIPRINT anytime = STOP any program, LLIST it, SAVE or 
h n | COPY screens, use built-in MULTI-TOOLKIT, (rejset MULTIPRINT, LPRINT, ete 
| ' I AdOY to use — MENU-DRIVEN with screen prompts, one-touch commands error: -trapped, etc. 
il 5 FULLY PROGRAMMABLE - line feed, width & spacing, margins, various COPY types (text, hi-res, shaded) 
and sizes (whole or parts, standard or large), tokens — al] can be instantly set AND programmed in BASIC 
UI] With 8K RAM EXTENSION (for m/code or deta) + built-in MULTI-TOOLKIT + 1.2m printer cable 
; | RS 'ompatible with GENIE disassembler + Optional ia bus to connect other dd erals k A guaranteed 


| “HOW DO | PUT ALL OE MY SOFTWARE 
 ONTO TAPE, CARTRIDGE, DISK OR WAFER 


Load ANY programas usual, stopilat ANF point and SAVE Sil Works EVERY time. itis Fully automanic. amol- -BIOON (UStetan watch. 


Menu-deven with prompts and one-touch commands *+Pushbutton 2) Select function: exibireturmisave/too!! prnttump 3) Input name 
dj Save program or screen to tape! merodriveiwaladrveDiscovery. Special versións also for Drsciple, Beta, Kempston (please speciy!) 


Necds NO extra software, fakes NO part o! SPECTRUM RAM = has ALL inits own BK HOM & SK RAM 
Extremehy simply to use. friendly. 100% refiabia, Tully error-trapped, quaranteed — PURE MAGIC 
Most poweriul & efhicient compressing for fast re-loading and laking minimal room when SAVING 
Sult-in MULTI-TODLKIT with extensive facilities to Sudyimodihyidevelop programs Essentialor hackers. 
Through extension bus + Programs saveo' with MUL TIFAÇE run on their own (except hpper ape back-ups) 
tc MULTIFACE has two versions: ONE or 128, Both SAVE to TAPE. MK ROBRIVE and DISCOVERY but 





n;o 
raukiimee: cone: 
Saves also to WAFADRIVE, BETA and KEMPSTON 


Works on any Spectrum but in 484 mode only 
Has a built-m Joystick Interiace (Kempston) 


ematiime e: 490, 

naves aiso to DISCIPLE + tape at hyper speed 
Works on any Spectrum = 48K and 128K 
Formats microdrive cartridges to 100 + k 


777 lágre” EVERY SPECTRUM OWNER SHOULD HAVE 0! 


SIZE a FDr VR. E 
Complete music system: write, edit, play, store and print 
music with REAL NOTATION. Sheet music print-outs, 


= a unique combipatin of hardware and gana 
great fun, ideal educational tool - superb value for mon ey. 


G fhat con disossemble ANY program at ANY point. 
Just Install GENIE into MULTIFAÇE or MULTIPRINT SK RAM TRAFEI- EXPREZE 
extension, load ANY program, RUN ij, STOP if when pes The software mai of transferrin 5 trum programs. 
wish and let GENE alsassemble it — it is SO simple... 4 utilities for Microdrive. 2 for nve, 2 for Discovery, 


GENIE con also DUMP to printer, SEARCH and FIND tem, Vital for dise/cartridoe n ita nica Ad fi details. 


op-codes, etc, VIEW and ALTER contents ot memory or Wriggler 


280 registers, etc. Simple to use, ingenious, educational. 
Essential for any m/code user — solid gold for hackers. Unique mazearcade/adventure mixture, A SMASH. 


E Also available: the VIDEOFACE digitizer-put your favourite pictures from a VIDEO CAMERA or 
| À RECORDER onto ria SPECTRUM ! Options to SAVE, PRINT, animate etc. Head Lit FUN at its best. 


(UM & Europe please Please send 
add £1 overseas €2) | 
or debit m FÊ, q = No MULTIFACE ONE £39.95L] MULTIFACE 128 Casos 
: Ei quina MULTIPRINT £ 39.950) w/through port €E44.950 
Name, PRP REF npi Sa RLa A ars “Card BXPIFY......ooooo. GENIE GENIE 128 £ 9.950 VIDEO DIGITIZER £ 69.000 | 
Address MUSIC TYPEWRITER £ 7.950] WRIGGLER E 2.950 
res 


wafer0] € 9.95 es 


TRANS-EXPRESS cartridge [] disk0] 





| There's boon a! 





Pur? OT [TOO OO [CE TCO OITO [A 


The Hobbit makes it to Number One, where lts p 


a Elie in Issue 40, But darkness is closing in on À Fairlight 
| looks like slipping back down to third place, 


bones it rose to the dê last month. 


david Barros of Nor onda ta Poa j 


GARGOVLE GAMES | 





in the late 1990's the streets of New York are a jungle. 

You are the ice cool leader of a gang of drug crazed 

terrorists. Your main goal is to become the richest, 
OCL ES ENC STETTEO ROM HIA 


) E, E, Ls | 


ADDRESS TODAY FOR YOUR FREE TRIAL OF 
IT'S A CRIME THE WORLDS MOST POPULAR PLAY-BY-MAIL GAME 
| Write to:— 
KJC GAMES, PO BOX 11, CLEVELEYS, BLACKPOOL, LANCS FY5 2UL. 
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Aloha, and welcome 
once more to the 

| wondrous hobby of 
play-by-mail gaming 
with BRENDON 
KAVANAGH. 'So, 
you ask, 'what has 
happened in the PBM 
world this month?' 
(Well, it's one way of 
making 
conversation.) The 
answer: there's a 
special feature on 
KJC Games's... 


“tho 


MATTHEW AYRES from 
Southminster in Essex has sent 
some basic tips for new 
Earthwoovd players 
a joint winner at the end of 
Earthwooco 20 and comments that 
hhe enjoyed the game there 
is definitely room for improvement. 

According to Matthew, the 
game 's biggest letdowns are its 
map and the lackof extra features 
inthe endgame. 

Anyway, on with the tips -.., 


ido 


Naver forget that “the per is 
mightier than the sword" — also 
bear in mind that one cannot 
een properly without the 
E 


| 2 Of Earthwood's 35 cities, only 


t7 are inhabited at the start of 
the game. 


3 Player characters should tryto 


alhy themselves with a nearby 
race to share cities in the area. 


4 The best cities are those near 
the edge of the map with high 
food production. |f possible, 
secure a group or 'cormertull' of 
cities, cities notonthe front line 
can support those that are. 





EARTH 


OD may be vaguely 


known to CRASH readers; it's the 


fantasy game upon which Jade 
Games is accused of basing its 
| defunct Arcadia. But KJC 
Games's Earthwood is well- 

It caters for 25 players. The 
player takes a role (King or Wizard, 
perhaps) -= and, as in mostgames, 
whatyou are affects whatyou can 
and cannot do. 

Besides your main character, 
vou have control over three 
independent groups of creatures; 
| your character must always be 
| with one of these groups, and 
pio kept aware of what's 

appening to the other two. 


The game is set on a large map 


WOOD 





with 35 cities. The object is to use 
Jur groups and your powers 


| (magical and diplomatic) to gain 


control over the majority of the 


“cities. This is done by a mixture of 


exploring, spying, tradina, fighting 
and avolding monsters! 

Earthwood'is computer- 
maderated and seems quite 
popular. Each game should last 18 
months (according to KJC Games) 
- rovided vou'te not knocked out 
earlter! 

Startup costs £5, for which you 
racaive the rulabook, setup and 
the first three tums. Each tum 
thoréaiter costs [1.50. 

Write to KJC Games at 5 
Vicarage Avenue, Cleveleys, 
Elackpoo!, Lancashire Prá 260, 


SPECIAL OFFER 


ANEW VERSION of Earthwood, called Earthwood — The Sea Kings, wil 
be launched on October 1 1987. This will be-a naval version of the old 
game, replacing cíties with islands in a big sea infested with monsters 


and Non-Player Characters! 


Anyone new to EITHER Earthwood game can use this CRASH voucher 
with their first payment to claim two extra free turns = so that's setup, the 


rulebook, and five turns for a fiver. 


Don't forget to tell KJC Games whether you're starting Earthwood or 


Eanhwood — The Sea Kings! 


| 5 Most city tactics are 


- Matthew was | 


| Lor before November 23, and nesdiess to add only one voucher may bel 
| Vappligd' to each startup (otherwise Guru Denise woulo be playing free for 





| EARTHWOOD HINTS AND TIPS 


done from-.citias jand they are 


unfavourable to the defender, the only suppliars of food and 


so concentrate your forces in gold), they-are vital ilyou don't 
tight, strong groups wheraver have any good alliance ties. 
possible. 8 Takeanactivepartinthegame. 
6 Withabit oforethought you can Players who ignore diplomacy 
predict where you might or are totally impassive 
encounter Non-Piayer invariabhy drop out (or are 
Characters (NPCs) — for knocked out) because there's 
example, tree fairies in no excitement for them. 


woodiands...., 


| | Thanks a lot, Matthew. Has 
7 The secrets of success are 


PRIOR ago ttpaio! germes not 
ye | 


good diplomacy and control of covered in PEM Mailbox? 
cities. As most recruiting is Send them in! 





Name EM 


pAddress ERC RAR 
ec oi co O Tn pç iPRascnasadadosasas shaman sas lena PRP pin re  d 
pra pi aa pan 1 PCA otmeirolecosteraneerseerimeetenas 
| This special voucher fram Issue 450! CRASH entities a new player in RC) 

Games's Earthwgod or Earthwood — The Sea Kings to two extra free, 


L a Boi o a = a 
E 1 = Ê 
1 a ê ] ae ES VR =. nE 


E turns — in addition to the setup, rulebook and three free turns you getior, 


your ES. | 
| Just send this voucher (lhe original, please, not a photocopy! in with! 
your application and startup fes. . 
The offer |s valid às long as the voucher is received by KJC Games onl 


|têmeonths...) 
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BIG 4 = VOLUME Il = RRP 9.95 
trum Commodore 64 Amstrad CPC 


Available September 2Ist 
AME PRICE! - Commodore and Amstrad DISKS 9.95 


urell Sales Dept, Castle Lodge, Castle Green, Taunton, TAI dAB., Give your name, 
mputer type, and whether for disk or cassette, 


rdering service by credit card (BARCLATCARD visa and ACCESS mastercard). 











Contact your nearest computer store 











lor details on full range or clip ” a e 
the coupon. Fa PR E qa 
Prices from [5.95 = €29.95 Pá ao PAde: 
Euromax Electronics Ltd. * “> e ando UG : 
FREEPOST Bessingby Pd e ETR RE 
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 CORRECTION 
— SCREENS 
HAN DLING 


Phi E JE a at the | 

endofthe rs! column on page 86 | 
| The number of the page moved" | 
| Pete Ta The number of | 
pages moved 





"HEDNTECHONICHE 





THE FUTURE cf the Spectrum +3 is 


has produced the Multiface Three, with 
| which you can transfer cassette 
programs for the Spectrum +. and 128 
| onto disk. 

The £44.95 Multiface Three is, ni 


can run any time without disturbing 
loaded programs, The standard program 
(in ROM) lets you save screens — or the 
entire program memory — to diskor tape, 
is can also type in POKEs to change 
the operation of games. 

And a Multiface contains RAM as well 
as ROM, so you can load all sorts of 
| utilities into the space — the Gamester 
infinite-lives trick reviewed in Issue 41, 
for instance, or Gene à iriendiy 
machine-code disassembler. 

These utilities are the firstin a growing 
market which is increasing the ii 
of the custom" Spectrum. Like IBM PC- 
users, Specirum-cwners are leaming the 
value of a sidekick, 

The Multitace Three also includes two 


ihrough the + 3ºs printer port. 
suspend programs and format a disk at 


ADAM SHEPPARD wants to 
hem dE E [5 aceda tó controla . 





| First, You must fine input 
Ceira E for the Spectrum, A 





di a addresses and 
wirIng assigrments- — eo 
you'll need a purpose- | 





design and build yo 
own controlier for about CIO but 
vou da need to know all about 


cs and, 
addrassi sing. ya Goat lnb 
RR DN te O dice Ta 
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> Doing tho +3 a favour: Romantic Robot's Multa Three 
NEW HOPE FOR THE +3 


looking brighter now that Romantic Robot 


effect, a set of utility programs that you | 


new routines to print screens at anytime | 





WE'RE GETTING THERE 








any time, or look through the disk 
directory and erase umwanted fites. Disk 
files are usually saved in a compressed 


form and automatically expanded upon | 


reloading, which should help the 


| Multiface Three fit more than one game 
on a disk. (Each Amstrad disk holds just | 


173K, but most current 128 games leave 
lots of memory unused.) 


Packing the entire memory into a || 
single code fite also helps the Multiface 
Three save room on the disk and increase | 


loading speed. 


Romantic Robot has done Amstrad à | 


btg favour by es an add-on that 
makes the. +3 worth considering. But 
even il the + 3 comes down to £199, with 
the Multiface Three at £45 you'd be well- 
advised to check out other disk systems 
with “magic buttons”, such as the Swift 
Disc (revigwed here last month) and the 
lgpçod (which Franco Frey reviewed in 


And there are a few problems lurking: 


the Multiface Three may not operate with | 
software produced specifically for the | 
+3, for instance. Still, the prototype | | 
| tested works pretty well = and there'libe | 
To make space for new files, you can | 


amore detailed report soon, 


| advise you not to try uniass you 
an find someone more 
18 | inowledgeable to help vou. 


Acontroler justlets you setand 
test digital signals qutsida the 


| computer. You must write 

| appropriate software, and build 

| extra electronios to interface the 
| controller tó sensors and power. 
| controlstor the. railway. 

"| Babini has just, published a slim) 


f2.95 paperback of suitable 


| cirguits, together with a clear and 
| Sensible discussion 


ofthe 
ems involved. Electronic 


Circuits For The Control of Mode! 


Railways, ISBN 0-85934-154-2, js 
written by the prolificA A. Eve 


| The book assumes you're wiri 


things up to the user portofaB 


| Micro, but a Spectrum port works 
| in-much uma same way. 
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Choose from an 
wWesome array of 
weapons and prepare 
tor the balile of a 
Hetime! 


SPECIAL FEATURES 
d 
Multi-directonal seralling 
de 


3 massive levels 


| % 
Amazing 'Exotrame' feature 


de 
E. 
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BY TONY CROWTHER & ROSS GOODLEY 


NOW FROM THE T.V. SERIES 
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Rockwell and Max Ray 
are THE CENTURIONS! 
stop fhe evil Doc Terror 
in his desperate bid to 
Mm, destroy the world! Guide 
the Centurions through 
Space, Sea ond Air, and 

find all six paris of the 

1 master key before its too 
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Producer: Mastertronic 
Retail price: £2.99 
Authors: Icon Design 


he crime of the month, if not 

| the century, is under way — 

- eriminals have made their 
headquarters in a deserted 


computer equipment, and they're 
ready to paralyse the electronic 
security systems of four victim 
| banks. 

There's only one solution, so 
your police superiors have 
ordered vou to destroy the 
warehouse and all the equipment 
it contains, 

To do this, four plasma 
computers must be deactivated, 
The active (red) rotating plasma 
vent in each computer is its 


out by a well-directed shot. 
| But the computers are 
protected by a swam uq! 
desperate criminals who just don't 
like an undercover cop that much. 
You carry a gun for protection 
against these evil rapscallions and 
their grenades and missiles (but be 
careful - while you're busily 


Producer: D&H Games 
Retail price: £8.95 
Authors: John De Salis 
and Tony Huggard 







Gel and deal in the 
football world, matching 
| the cut and thrust on the 
| pitch with the Machiavellian 


boardrooms àf big-time sport. 

As a team manager, you appoint 
coaches, physiotherapists and 
scouts, make bids for stars and 
sell declining players to raise 
money. 

Matches are 
played between your team and the 
other sides in your laague. After full 
time a final score is shown, 
complete with scoring players and 
score times. The results of other 
matches in your league are also 
shown, and with each completed 
set of fixtures the ever-changing 
league table showing your 

posftion can be called up. 
| You can also get an update on 
your squad, telling you the number 
of goals it's scored and conceded, 
the number of games it's played, 
and whether f's carvying any 
injuries. 


122 CRASHOctober 1987 


warehouse and filed it with | 


Achiligs' heel, and should be taken | 


| intrigues that luk in the | 


automatically 








gathering points, the gun can | | 


overheat). 


After taking out the plasma | 
computers, you can enter tha 


Rapid Fire - more a kind of feeble blast 





Pad ÇA RS Goa 
gerado É 


Just as important, of course, is 
am accurate statement of your 


| Tinancial condition. | your bank 


balance isn't enoughto support all 
your deals, you can arrange loans, 
overdraftis and mortgages, or sell 


shares in your club to cover your | 


financial shortfall. 
Hemember the bread-and- 
butter expenses that are incurred 


| Every week, such as wage bills and 


general running costs. Regular 
mncome to offset these includes 


gate money, interest payments | 


om the bank and TV broadcast 
toes. 

There's an active transfer 
market in which you can boost a 
flagging team by buying the best 
players — or raise money by selling 
them. Bids can fail, though, 
Igaving you intensely disappointed 
when you're unable to persuade 


your favoured player to come to | 


youinstead of plumping for the 
exciting football adventure that is 
Grimsby Town. 

Qut of all your transfer dealings 


the government takes a thirdofthe | 


fes, and it takes 15% of any 


| gambling wins you make. 


At the end of the season, H not 


' before, vour financial decisions 
can break or make the club you 


num. 50 poverh 
bust may await you just round the 
comer... 





ENS 





erty or riches, glory or | 





master level of the warehouse 
hideout, thus setting off a chain 
reaction in the central power 
electrode and foiling the bank 
robbers' plans for good. 








O “Im sick of all these 'shoot 
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O “Football Director tries to 


dominate the Spectrum football 
market and bury the rival Foothall 


| every person in sight' games = 








they were only appealing for a 
short while, and now they're very 


tedious and boring affairs. Rapid o ar 
Fire is the epitome of everything ESM 


bad about this gene. lt has 
absolutely no content, and it 
seems poíntless going around 
biasting every single thing that | 
moves. [m not a paeifist, but all 
this violence makes me sick, " 
PAUL 27% 





“e: Hapid Fire is a highly boring, 


unaddictive shoot-'em-up. The 
graphics look like they were | 
made in ten minutes on a Friday 
afternoon (some of the enemies” 
weapons are like black lemons, 
and your own machine gun is a 


Managerfor good. Itfails dismally. 
Football Directorholds all the 
features (not attractions) of the old 
favourite — slow responses, no 


graphics, glaring colour. And the 


inlay is extremely uninformative. 
Football Directoris a slow and 
poor imitation of a very overrated | 
predecessor. The high price is ten 
times more surprising than the 


ame. LE 
| 11% 


AML 
O“ Football Director is the worst 
game I've seen for months, and 


> Alitheworkd'sa football pitchin DEH Games's sports-manageme 


simula tion 
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| Simple stick) and the animation 
is pathetic, The only decent 
thing about Rapid Fire is the 
loading screen, so there's 
“sda worth buying here, " 


10 “This is the kind of primitive 


Mame! junk dl have expected from a 


budget label a couple ofyears ago. 
The sc eplay is extremely limited, 
so there's virtually no playability. 
And the graphics are hombiy 
ficikery, with unconvincing 


animation of the main character — 
FP though the characters are nicely 
detailed. 1 doubt Rapid Fire will 
o to many; it certainty left me 
cola. 





Joysticks: Kempston, Sinclair 


Graphics: poor and badly-defined 


sound: squiday explosions 
General rating: a very inferior 
shoot-em-up with little playability 


Presentation 
Graphics 


Playability 
Addictive qualities 


is worse than Football Manager. 
The colour is unattractive, and 
the black-on-white text could 
become hard on the eyes = If 
anyone has the patience/lack of 
intelligence required to play 
Football Director for more than 
half an hour. " 
MIKE EK 


O “ Gatreaoy, all vou intelectuais 
out there — vou ll need an O levefin 
Football Studies just to load this 
up! Like the other football 
management games, Football 
Director is text-only and very 
boring. rou can choose what to 
call the players and the teams, but 


that doesn't brighten up this drab 
simulation. " 
NICK 19% 





| Joysticks: none 


"Graphics: text-only game: ug 
colour 
Sound: minimal FX 
General rating: a poor and 
expensive substitute for 
Addictive's Football 


Manager (well-received in CRASH 


Issues Four) 











SAMURAI TRIL 


Producer: Gremlin 
Graphics 

Retail price: E7.95 
Authors: Gremlin 
Graphics in-house 


= of fighting Warriors 
Mm attempting to become a 
Samurai War Lord in this martial- 


arts simulation (see Run It Again | 


this issue for all the others). 


To prove you worhyofthe title, | E 
your fighting and mental skills | 
must be tested in three Oriental | 
disciplines; karate, kendo (a form || 
offencing) and samurai. In eachof | 


these techniques you need to 
overcome an 
master — such as the terrifying Ta 
Ling, who catches cobras and 


makes stew from their remains to | 


increase his fitness. 


Each opponent has a favourite | 
means of attack, he might rely | 
upon strength, speed or skill, and | 
you must respond with the best | 


defensive strategy. For instance, 
your speed might neutralize his 
sirength, or your skill might help 


choice is yours. You can also 


choose the skill level of your | 
| opponent; the better he is, the | 


more points you'll eam if you 
emerge the victor. 

Preparation is essential before 
every contest, to improve your 
abilitias through circuit and weight 
training, running, isometrics, 
breathing, brck-breaking, 
sparring and meditation, 

After each phase of combat, 
attack and defence tactics must 
be chosen by aliocating five points 
among four key attributes: skill, 
stamina, strength and speed. An 


unsuccesstul defence strategy or | 


wasteful attacking can diminish 


vou in all four areas, but wise | 


ohting and sound training can 
earm you extra attack strength 
rom the watching Supreme 
Master Chu Yu. 


Alter the first rounds of karate || “o 
and kendo you may meditate or || 


change tactes - but during 
samurai the action is continuous, 





Mou are one of a select band | 


acknowledged | 











E = 





- The way of the rude hand signals: Samurai Trilogy 





and you must dcefeat tour 


| opponemts as you fight to the 
| death to become a Samurai War 
| Lord. 

you beat a very fast opponent. The | 





o “ Gremlin's first martial-arts 
| simulations 


had a strong 
atmosphere, usually created by 
lfelke graphics and effective 


| sound. But both are absent from 
| this latest (and hopefully last, if 
| they keep coming like this...) 
| wireframe slani-eyed game. The 
| graphical presentation is hopeless 
- it's obvious that more time has 
| been spent on the character set 

























ia, 


o 





than on designing the game. The 
moves are quite easy to carry out, | 
but they all look the same. t's alla | 
bit old hat. " 

PAUL 41% 


O “ Samurai Trilogy is simply 
three Way Of The Exploding Fist= 
type games on one tape. The 
graphics aren't anything to 
shout about, and when your 
warrior  jumps over the 
background his head changes 
colour! This is just another run- 
of-the-mill martial-arts game. ” 
NICK 65% 


O “This is one oíthe worst beat- 
'em-ups ardund. The graphics are 
poor, and theres not much 
piayability or adoictivity = Samurai 
Trilogy seems like nothing more 
than a program put together 
hastily to satisfy orders. The 
character set is nice, though. “ 
MIKE 41% 








Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: well-defined 
Characters against a simple 


: | background 


Sound: no tune, a few spot FX 
Options: playable in four 


| languages, opponent's skill 


definable: joystick control onhy (no 
keys) 

General rating: a lacklustre 
martial-arta stmulation 
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Producer: Mind Games 
| Retail price: E7.95 
Authors: Binary Design 


ou know what it's like - 
faced with a tense situation, 
no mind goes blank, you 
can't think of anything, and you 
feel like the thickest person. Oh 
sormy, you're like that all the time? 


he's desperate to cotect all his 
intellectual thoughts and put them 
firmhy under control. 

| And'to do that he must travel 
through his own mind, which is 
made up of imerocking Cogs; 
Storm can travel either clockwise 
or anticlockwise on their rims, 
Travelling with a cog's motion 
increases the prof's chile 
movement against it slows him. 
Storm just stops walking, he 
moves at the same speed as the 


nm. 

| 4 this rotating is to help our 
| eggheaded hero reconstruct the 
scientific formulas he once knew: 
when he completes one revolution 
ona wheel nim Storm picks up part 











of a formuta, but only by collecting 
all the parts in the correct order 


can he move to the next level and | 


the next piece of disassembled 


knowledge. (The required forumia | 


is displayed at the beginning of 
each level.) 
Storm's otherwise routine task 


à hindered by stray, distracting 


thoughts. Some joumey 
predictably on the cogwhes!'s 
rims, but others switch randomly 
from rimto rim, orevenhomein on 
the poor befuddled man, H these 
touch the dear professor they can 
reduce him to a moron — so keep a 
check on Storm's IQ. Wf it falis to 


' zero, he loses one of his five 
Well, Professor Storm lsn't, but | 


scholarty lives. 


Some wheels have fond 


memories or abstract thoughts at , 


the centre, and they can 



































haven't done, pr a 
The central character looks 
| Ee cross between reed 
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temporarily paralyse him Storm or 
take down his intelligence, 

But to help him im his rotating 
task the professor can collect 
other objects from the centres of 
| a id d sq raises his | 

agging IU, a calculator speeds u Ú e 
his movement onarim,a Fessendad o mp 
lets him swat a stray thought, and FER Ra 
if the prof finds a trash can he can Piayability 
dump in parts of a formula in the | Eseaide NENE Xá 
intorrect order. | OVERALL 70% 












ut g planning essential might Da bit im di | 
— but there are mounds o adeictiviy im ar , and it's defini | 








ENTERTAIN dat SOFTINARE 


TM &1987 Bolly Midway MFGCO. 
All nights reserved. Activision Inc. Authorised User, 





UNLOCK THE THRILLS & MYSTERIES OF. 


“An arcade strategy game with enough 
addictive qualites to tum even the toughest 


coln-op critic into an arcade junky” C & VG 


[em] des] 
[e 


TES Return to an age Of mystery and Intrigue, a place in which the fabled 
E | treasure of King Solomon shone brightly with lts glorious wealth. 
a | 


ad mé w 
Where amongst the network of mysteriods rooms lles the next key | ri 
pr 


Eni dir ar do 
api | dir 


that will bring you nearer to these fabulous riches. Where amongst 
Ê the stone plllars and hidden dangers lie mythica 


Wigal creatures that can M [' | ee ua 
perpetuate your life long enough to reachllBur ultimate goal. o Em Tra 
CBM 64/128 MES AMSTRAD Emi! É 
Cass. 199 Dik, E 14,99 RES di Cass E PP pi. é 14.99 | ndo | | 
ATARIST 19.99 E io SPECTRUM 48 /128K 8.99 


MORE SHOTS FROM AMSTR4D VERSÍDLIN 














| Producer: Gremlin 
| Graphics 

Retail price: E7.95 
Authors: Gremlin 
Graphics in-house 


n Death Wish he killed a few 

punks, in Death Wish? he killed 

a few more... But in this 
Death Wish 3 film licence, street 
vigilante Paul Kersey is out to 
slaughter the world. Well, perhaps 
not the worid, but certainly a lot of 
the bums and street vermin who 
| skulk in the streets of New York. 
Kersey  patrols a =D) 





streets. Using Compass and map, 
he can pinpoint the punks he's 
| Searching for = and find the 
weapons he needs to wipe them 
Out. 

With.a Magnum, a pump-aetion 


VE Edi dimnd edad a 


AJA TEVE NA | ESSES eme prpme pos 





no way to carry out Death Wish 3 
shoigun, a machine gun and a 


bulging pockets, our hero begins 
his cleanup campaign, using each 
weapon till its magazine is empty, 
When he's finally weaponless, 
Rersey gives a resigned shrug and 
must go in search of protection. 
But he isn't alóne in his fight 


in blue are on his side, supplying 


breaking out in the violent eity 
centre. 

As Kersey, you sam points for 
each piece of New York low lite 
rubbed out, Buttake care = these 
gang wamiors sure ain't boy 
scouts, and they're armed with 
“guns and clubs, 

And though our vigilante has a 
| heavy bulletproof vest chafing at 
his chest, it can only take so much, 
Wear and tear on this protective 
undergarment is shown by an 
icon, and a bar indicates how 
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rocket launcher clanking in his | 


against the forces ofevil-the boys | 


information on where nots aro | 









seroushy Kersey is injured. 
it may be a jungle out there, but 
our Charles Bronson lookalike can 


| finda brief respite by hiding in run- 
| | down tenement rooms. Once 
construction of the Big Appla's 


inside he can sneak a peek 
through windows, and fire shots 
into that mad, mad world outthere. 
Plugging a creep from this position 
earmms you higher points — but be 
on guard for surprise attacks from 
behind. 





& Paul Kersay turns his back while some little ol! granny gets dufted - this is 





Points are lost if you mow down 
one of New York's helpless law- 
abiding inhabitants, and the cops 
are bound to get a little imitated if 
Kersey bumps offtoo many of their 
JAR 

And just so too marry corpses 
domt he rotting on the pavement, 
medics dash on to drag the odd 
cadaver away -— and Kersey 
certainly keeps them busy. 





O The graphics are good, with 


briliant characters, but tha 
gameplay and the way Bronson 
moves are poor. lt seems the 
object is to destroy any moving 
object = and killing someone with 
a rocket launcher is a mita 
barbaric, reducing them to just a 
pile of dust! There are some neat 








—— 












iouches, such às the ladies of the 
night walking about, tempting you, 
and the way you can shoot out df 
WINCQWS, Death Wish 3 is 
graphicalhy attractive, but it won't 
appeal for long — especially as you 
can't tum off the iritating tune. " 

NICK 34 


O “There's been too much | 
attention paid to the sicker parts | 


of Death Wish 3 = the gore left by 


| à bazooka blast, the realistic 
| twitching of the characters 


when they're hit by a volley of 


"shots - at the expense of the 


game. Navigating the angular 
streets and the mazelike interior 
of the buildings isn't easy, even 
after an awiullot of practice, and 
this might putoffbeginners. And 
getting duffed up is pretty 
tedious; if more than one baddie 


| has a go it can take a long time 


and a huge amount of energy to 
get away, which often costs you 
the game. | can't recommend 
Death Wish 3. " | 
BEN ak 
O “Death Wish 3 is dull. The 
mindless carnage might appeal to 


a, a 
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real sadists — but it gets tedious. | 
The title tune isn't bad, but though 
the graphics and characters are 
quite clear, they're unattraciive. 
Despite its image, this can't be 
recommended even to fans of the 
Death Wish films. " 
MIKE 














Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: well-defined, with 
colourtul backgrounds — colliding 
Characters are messy, though 
Sound: a fair tune, not much 
atmosphere 

General rating: the attractive 
appearance doesn't compensate 
for unexciting gameplay 

















Presentation 
Graphics 
Playvability 
Addictive qualities 
OVERALL 
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HEIST 2012 


' Producer: Firebird (Silver) 
Retail price: £1.99 
Author: Lee Dowthwaite 


tis the year 2012. Earth has 

been living on credit for some 

time now, and the few people 
who still use 'real money' putitinto 
massive bank organisations, the 
biggest of which is the LD, 
intemational United Bank in 
Switzerland. 

The bank is so big that even its 
employees know only a tiny 


fraction of the vast complex. Day 


and night it is patrolled by troops 
of cyber guards that will destroy 
anyone they find | lingering 
suspiciousiy around the bank. 
You play a poor computer- 
a god engineer who has a craze 
about money and will do anything 


to get it - even hack your way into | 


the central bank computer and 
| transfer all the money from other 
acoounts into your own. 

On each level of Heist 2012. you 


must find a key. This opens a safe, | 
from which you collect letters that 


build up a password. When you 


"have all the letters, find your way 


to the computer room and press 
HACK. You must then type the 


password and press ENTER. Ifthe | 


password is accepted, you'll gain 


| access to the next level. 


Type “exit' and press ENTER, 
and walk over to the elevator to 
leave the computer room. 


Elevators, represented by shafts | 


Of light, are dotted around the 
playing area to make your life 


* easier to startan elevator just walk | 


into it and to get out on the next 
level just walk out left or night. 

But watch out — if you touch a 
cyber guard, you lose strength and 
nsk death, 


O Heist 2012 is the worst game 
I've yet revigwed at CRASH = it's 
just a bad imitation of Jet Set Willy. 

& Opening music 15 flapdoodie 


[Nick Roberts Daft Dictionary) and | 


there are the usual unimaginative 
monsters like blinking eyes, 
moving splodges and big lumps- of 


| release, ” 
PAUL 


í 


= 


1H 
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[Eh ] 
11 

| | 
1] | 
, 


k 
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»- Password-passing, code-cracking and bank-breaking in Heist 2072 


something. The gameplay is 
very exciting, either... 
NICK 


6 “ The graphics take us back 
to the innovative and original 
days of Jet Set Willy and 
Technician Ted, but sadly that's 
where the similaríties finish. 
Heist 2012 is boring and devoid 
of character, like the graphical 
person you control. | just hope 


' people don't take this as a 


Firebird budget 


11% 


typical 


O “ Acons after most people are | 


sick of platform games, out comes 
this rubbish — | was terminally 


| Dored after oniy a few games. A 
hormibly deformed sprite toiters | 


around a crudely-drawr screen, 
and there's a wesk and grating 
tune”. Firebird has made a big 


10% | 


biunder releasing this. " 
MARK 


doysticks: Cursor, Kempston, 


' Sinclair 


Graphics: small, uninteresting 
sprites on a plain background 
sound: does forthe ears whatthe 
graphics do for the eyas = with an 
awful tune | 

Options: definable keys 


| General rating: a very poor 
| Platform game with particularly 


missable graphics 


Presentation 
Graphics 
Playability 

| Addictive qualities 
OVERALL 


WHY RUN WITH THE PACK, 


WHEN YOU CAN 











“FOLLOW THE LEADER. 
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| Producer: Gremlin 
Graphics 

Retail price: E7.95 
Authors: Gremlin in-house 


was going to have to enter a 

time vortex to rescue his fellow 
MASK agents, he wouldn't have 
enjoyed his breakfast comilakes 
quite so much. 


j Matt Trakker had known he 





Created by the odious 
organisation VENOM, the vortex 
has delivered Trakker's 


colleagues to four other times — 
Boulder Hill, Pre-Historic days, the 
Far Future and VENOM Base - i 
| this licence featuring characters 
from the MASK TV cartoon series 
and Kenner Parker toy range. 

There are two agents awaiting 
rescue in each time, save in the 
first where Trakker rescues just 
| one agent and his own MASK — 
| which gives him superpowers. 
To begin the rescue operation, 
| Trakker must enter the vortex in 
| his fiying car Thunderhawk, 
already racing against time. First 
he needs to put together eight 
keys. Each has been split into four 
pars, and must be pisced 
together on an assembly screen; 
there are useless bits of key Iving 
around to contuse Trakker, 
though, and only six parts can be 
carried at a time. 

Our hero needs the keys to 
activate two scanners which will 
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locate his missing agents. 
Following tha scanners" electronic 
directions, Trakker can pick up his 
fellows by driving 
Thunderhawkinto any doorwa 

that might imprison them. A AMASK 
agent will leap for freedom into the 


Tiying car — and then the search for 


his own MASK can begin. 
Trakker's task is not made 
easier by obstacies that block 
Thunderhawk's path, so he 
collects bombs to remove them — 
a quick getaway is essential, 


> Heading down ro E avi quardod ama in MASKI 





though, because the destructive 
devices can wipe out Trakker as 
well Up to three bombs can be 
carried at a time, 

In each time, different perils are 
encountered: falling boulders in 
Boulder Hill, pterodactyis in the 
Pre-Historic period, UFOs in the 


| Far Future, and at VENOM Base | 
| rindo Snakes and lumbering 
pn 


|] tanks. HW theyvre not 
destroyved by Thundehawks 
| Weaponry (for points as well as 


E od: with a horde of nasty VENOM 


hero around a solid, colourtul 


though Sonsiste of the usual bangs and 
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satisfaction), these can damage 


| Sonerairaina:s wow : 
and 
| playability 





atos 1 
EE and “Ohallenga 

Of The Gobots were letdowns. 

— but MASK | looks lc et 


| und pas 7 





the vehicie. Damage is shownona 
indicator display, and repair kits 
must be collected when two units 
of damage have been sustained. 

Alter the agents on a level have 
been rescued, they can be: 
returned to the vortex, and Trakker 
can make his way to the next ofthe 
unknown times. 

Finally VENOM Base can be 
destroyed in a series of deadly 
stages - and then Trakker's 
ultimate goal is achiaved, and he 
can go home for another soothing 
bowl of cornilakes. 
























Producer: CRL 
Retail price: £8.95 
Authors: The Zen Room 


ealising that the sun can be 

used to obtain something 

other than a tan, scientists 
construct 16 solar grids in space. 
| These orbit all the suns of the 
universe, efficienty creating 
energy crystals. 

However, the craft that once 
collected this raw product can no 
longer do so because of the 
accumulation of unstable energ 
| pulses. The Sun Star supply craf 
has therefore been built. 

Four white disruptor pulses 
exist on the gridwork of each solar 
panel. Firing at these with laser 


bolts makes them jump to another | 


part of the grid, leaving behind a 
green energy crystal. But if this 
crystal isn't quickly collected by 
sliding the Sun Star over it, tloses 


energy and bums out all the | 


crystals already collected, 

When ten erystals have been 
gathered from one a you move to 
the next grid by passing through 


the revolving warp gate and firing 


COMPUTER SOFTWARE HOUSE 





a laser bolt into the heart of am 
ana hyperwarp cell, 
The Sun Stars energy, reduced 
by laser firing, high-speed travel 


and space O structions such as | 


red energy pulses, can be 
supplemented a limited number of 
times by entering the hyperwarp 
cell Each time, one of the 
collected crystals is lost, though. 

The Sun Stars position is 
pinpointed by a global scanner 
and a short-range viewer identífias 
nearby targets. The main 3-D 
screen shows the grid with the 
positions of the coloured cells and 
the dangerous red energy pulses, 
and the position of the last 
disruptor pulse fired is given at the 
head of the screen. 





O Sun Star was probably meant 
to be one of those games which 
people play because it's wild and 
wacky — like Je” Minter's work. 


ButSun Star fais miserably 


becaise of dul and insfficient 


"the top of 





Weird 3-0 action in CRL's Sur St 
gameplay and difficult screen 


layout. 


REGKY H% 


O “The 3-D grid idea isn't 
exactly new = it's been used 

repeatedly in games such as 
Glass (Quicksilva 1985) and 


| more recently Plexar (reviewed 


this issue). And because you 
have to keep your eyes on the 
scanners at the bottom of the 
screen, age never look at the 
grid itself. The idea of chasing 
white blobs around the grid and 
shooting hell out of them is so 
unappealing that it won't hold 


“ anybody's attention for long. ” 
49% 


| 
ame RITICISM | | 


O The big 3-D scrolling area at 
e screen turns out to 
be completely useless — the only 
useful thing, in fact, is the very 


basic scanner lower down. Sun 


E: js DE Em rr o, 


EEE 


0] Fang 
qWarIo 


=[7 





Cofouns 


RO 





Star has very líttie content and is 
simply lots of trekking around a 
black screen: the graphics create 
absolutely no atmosphere and the 
sound is a disgrace. Sun Staris a 


20% 


disappointment. " 
PAUL 





Joysticks: Cursor, Hirmpstos: 


| Sinclair 


praprico: E idea colour clash on 
E grid = and generally poor 
Sound: weak spot FX Er 
General rating: an imaginative 
idea for a shoot-'em-up, but 
uninteresting gameplay and 
graphics 





No 1 HOME 


Dont miss us at the 
Personal Computer World Show. Stand No's 1317 & 1417 


The Activision Group of Companies incorporates Activision, Electric Dreams, System 3, Gamestar, Personal 
Choice, Infocom and Sierra On Line. 








CRASH October 1987 131 





se le | í Sup 
o - TR AA E 


Ddr do ES 


ro 


Ta mM Gra Ml | | game and certainly kegps 

palio ar fm ih | | the adrenaline ii Mecaos I 

a q Man | reckon Bubbla Bobble will 

PR RR a] | | be one of my ali-time fav- 

! piu pelo rr | “a Wi | | one ofthe best arcade con- 
E og Ae RR | 


18 oa; 


| versions this year " | 
[ha ns od ia! RETINA AA A] ER ia | RICKY 83% 
e qa: PAREM, EE Re “rar 
cri [o Pe 6 EA | 
À És 7 ai pr RA 
E jairo pre 
E AR Dame E mt 
"a ' ê pi por es fix A RA SEAL Ar sl | ; e 
Es CERA SA nina 


h 
de 
a! 


gu ja 


E 


FA ge 
[o Y LA PA ERA | En po - ERA! 
eg pra DA No ia 

- | EAR Wal 
In ais 


e niA 


] | 
4 ng 


1] 


sd nd, e Eat 


| 


Producer: Firebird -— dm. 
Retail price: £795 da “Sá 
| Authors: Software Creations * | 


15 al 





















CRITICISM | 


Throughout a level, bubbles 
float up from the bottom of the 
screen. Some are water-filled and 
when they're burst they cause a 
minifiood which pours down the 
screen, sweeping away any crea- 
tura that stands in ts path, Other 
bubbles contain letters, and an 
exira life is awarded to the lucky 
pair if they can form the word "E X- 
TEND'. Oeccasionally saurus 
treais appear, either giving extra 
points or endowina the prehistoric 
pair with special powers, 

As the dinosaurs progress 
ihrough the levels, all manner of 
Creatures are encountered. Early 
levels are inhabited by square- 
headed morons, but as you prog- 
ress the locais get more vicious 
and start tobbing things back to 
counteract the bubbles, On finally 
reaching Cave 100, the last one, 
vou come face to face with heap 


big chief cave-dweller who's big- | 
ger, nastier and generally more | 


unpleasant than anything encoun- 
tered before. Bubbles at the ready, 
boys... 


| COMMENTS be 





Producer: US Gold 
Retail price: £7.95 
Authors: Probe Software 


Bep in King Solomon's 
| mines lhes a vast fortune, 
there for the taking = for 
anyone toolhardy O greedy 
enough to enter the subterranean 
word, 

To reach the unimaginabie 
wealth in this conversion ofa coin- 
op original, you must make ff alive 
through a seres of rooms 


| inhabited by menacing creatures 
| like fat-tummied parrots, Michael 


Jackson Hamas, jeliyfish and 
fireball-firing heads. Not even the 
hardiest of souls can withstand 
their Ro touch, and you 
have only six fragile lives... but 
the: unpleasant creatures can be 
disposed of with the fireballs you 
find in this underworia. 

Each room contains. coloured 
blocks arranged in patterns across 
the screen; these can be used as 
stepping stones to a key that 





» Looking out for Michael Jackson in this latest H Rider Haggard licence 
(shurely shome mistake? = Ed Dir) 
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| deadline, then time really has 
- waited for no man and money no 





























Edi PCA ca = 
unlocks an exit door. Finding a 
successtul route isn't easy, but 
large open spaces in rooms may 
be crossed by laving further 
blocks to create a staircase, Take 
care, however — the inhabitants of 
the dark mines can destroy the | 
block you're standing on, sending 
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you tumbling down, 

You too can destroy as well as 
construct, « evaporating blue 
blocks that obstruct a horizontal 
pathway. 

In each underground room, 
objects — handbells, angels, acorn 
Crowns — can be collected to 
accumulate points. A time bonus 
can be added to this total — but ff 
vou overstay your welcome and 
can't reach the treasure before the | 













longer Concerns your corpão. 
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Producer: ACE 
Retail price: E7.99 
Authors: Cybadyne 


aced with the unenviabla 

MM prospeci of a Sunday 

afternoon sitting in front of 

the TV, you decide to take to the 

space wavas and blast a few alien 
bad boys into oblivion. 

As you venture through a 

vertically-scrolling corridor, waves 










Es qi — ae — = —ema 


of attacking alien craft appear 
wielding deadly laser blasters. 

50 it's "do as you would be done 
by' as you try to take out these 
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Ea a 


Eages B ER E V 


> Shooting 'em up starts with the 
Of the screen 





& Prepare to mest your doom, you hulking great mother ship! 





entíties with a series of forward- 
firing weapons. Equipped at first 
with just a low-level gun, you can 
enhance your arsenal by 
destrovying certain alien craft; this 





| es | 
p- Mg : 


es do [ Et 


E: L 





reveals weapons that caneitherbe | 


collected or themselves destroyed 
to take you on to a more powerful 
system, 

At the end of each coridor 


section is a large ominous craft: 


accurate fira knocks out vital 
components, but the ship is then 
transformed into an even more 
formidable opponent ready for 


blasting. A measiy three lives, fast | 


manoeuvring and expert fighting 
are the only things that can get you 
home tonight... 
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“Eirmingham's US Gold has 
nghad fts new label with the 
eractivemame of GO!, and GO! 

Enwnma line-upof 

speed Rumbler, Bionic 

Com Tandos, Captain America, 
ave star and Lazer Tag games 

eg Mito launch. 

SiDBanS, à wild 'n" wacky 
ANOt= Bm-bp set in space, is 

'converted from the Capcom 


IHEsbrotors. Action Force 
UEM y Deing developed by 
Eipramous Gang Of Five and 
res ten levels of play with 


“Bight screens each. The front-end 


esentation is great with spinning 
asia and all kinds of twiddly bits. 


Virgin person Patricia Mitchell 


says Action Force looks like being 


HbIRi 

(1'a 

1 ] 1 NEit .* o) . 

k | EHAPI ra Idi 
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PER Ler 

ai ur fi ER ES ti y 
petista E” , BISLHI 
A css RE 


grs F dorsino the 

E Palher than actually 
dgramming the game. 
Nadia, who admits to preferring 
shesp to smelly combustion 
engines, says the game features 
the latest in car-design 
technology, but if you can't be 
bothered with digital controls and 
the like there's a perfect 
opportunity to simply blast around 
the track at excessive speeds 
without a care for fuel 
consumption, tyre wear or the 
racing line. Nigel Mansell's Grand 
Prix will be out at the end of 
November on most popular 
formats (and available at all good 
car-spares shops). 


THE HARDEST BLOW 


After Army Moves and Game Over 
comes Fredoy Hardest from 
Spanish software house Dinamic 
(this time accompanied by an 
advertisement which does not 
end Era mammaries!. 
Freddy, the cheapest playboy in 
the known universe, has ssa it 
again. His heightened sense of 
chrection has dumped him on an 
inhospitable planet some way off 
inthe gaiaxy's eastem spiral arm. 
Like many computer game heroes 
before him (remember Jetman in 
Jetpac?), Freddy tramps around in 
search of bits and pieces to repair 
His space craft. And, as so man 
have also discovered to their 
undying horror, the planet's 
inhabitants, marauding naturally, 
come thick and fast across the 


horizontally scrolling landscape to 
Freddy his harcióst time vet. 

Luckily Freddy's laser pistol 
proves to be adequate when it 
comes to terminating aliens with 
extreme prejudice, although it's of 
little use for getting round the 
craters filed with bubbling lava 
with which the planet's surface is 
riddled. They are, of course, letha! 
to our hero, as are the more 
advanced aliens which he meets 
further along in the game. Similar 
to other Dinamic offerings, Freddy 
Hardest consists of two levels. 
Sorry, but my preview copy 
doesn't contain any of the second 
level, so you'll mo ave to wait for 
the review to find out what that's 
all about. 
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| | | On his travels Berk comes 

across  ocecasional magic 
| potions which give him powers 

| such as flying and bouncing. 

| You'll need to work out which 


Ae Po MNA 











“dl 
Rs 
By 
ES 
4a 
potion to use to get past some Er: 
of the more  unpleasant | = 

creatures. q 

Bug-eyes along the bottom of | 
| the screen represent tha 
snoozeometer = if the two A 
heroes take too long to get past Z 
specified points the bugs fall 
asleep and when all are a 
slumbering either Berk or Drutt E 
TR lose a lite. H you're reading this | 

| P- Thatbig blue Berk returns in at the PCW Show, be sure to visit Ro 

Through The Trap Door, butjustwhat | Piranha's stand where Through [8 
às Berk up to? (About three feet, the Trap Door and Berk are on | E”, 
ma mm methinks - Ed) display. Po é 
“Greetings O great and wobbly ER A! ; ” 
viewers to more of my glorious | a 
adventures ...'  Berk, the | 
blundering big blue lummox = 
from Trap Door, Don Priestley's E 


successful task-orientated 
game of last winter, makes a 
very welcome return in his new 
adventure = Through the Trap 
Door. 

The Trap Door, famed for the | 
grotesquerie that appear from 
its dark maw, has been causing 
problems again. Boni, the 
moaning  skull, has been 
abducted by some cuddly but 
ferocious monster and taken 
down to the damp murky depths 
of the land below. Holding his 
nose, but ever undaunted, Berk 
grabs little Drutt the mutant 
| spider and leaps through the 
door to the rescue. 

Uniike most of Don's recent 
games Through The Trap Door 
is much more action packed, but 
still retains the 
characteristically large and 
colourtul graphics. Instead of 
having to explore rooms and 
solve lengthy puzzles, the game | E 
| takes place in a long corridor | E 
| which  serolls | horizontally 
across the screen. You can play 
either Berk or Drutt swapping 
between the two characters as 
required, after al Berk is 
positively too fat to do some 
things and that's where little | » “Oh Gobbets! It's one of them 
Drutt may be of help. peculiar creatures ...! 
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Í Paige VA Sochmnel. E Daria 
Close, Nottingham, NES 9LN 

WANTED The Biz and Horse Racing Man- 

| GNR gor ara q Sut 

Danbury Close, Markstey, Esse, 


| COB ae 
























| | intarico, Joystick, Speech Bow, Light Liaderhoard have many ole Uma 
sm | MSN e Em mi 3 Wilton Close, Tauntom, 
| over fago ne AN ecl or Et. Phone. ptb TA! 1EZ or 0823 337817 
(Eis a eta ue 
E: et tao À ngton Villas, Hampoen Road, Lendon Suri, County or ring Dub | 
ou ny 0 douta Spec 
na e pr 

















Er] UTENTES, o for five of Gam- 
| ão E cao E 





















e Wood, Super Inéreoibh trem Foto ur de mn Ba no 
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+ o qn Srobiém with these classifieds is they might upset Lloyd, Fou ASSIFIED! 
| E e, there have been : so many ads — for fanzines, software swaps, pen. 
pais, pokes, copies of Spycateher = flying in to the Towers that thoy're 
| taning ta overpower ie E of Forum letters in the mail room | 
|. There's à good side to this invasion, though: starting next month, the 
“dlassifieds will be printed under hesdings. Just mark on the form which | 
in od Pon Re go under, 
: ia area few rules goveming these free classified | 
) f 5. E) odio Pa Dane gaaas ” 
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The winners and runners-up for 


s this Issue 39 comp were decided 


by Richard Naylor of Domark and 


1] Graham Stafford of Design Design 


— or Walking Circles, as it's called 
nom The winning entry was a 
game design called Pile Driverand 


| came from Tony Worrall of 
| Lancashire PRÍ 9FD, who edits 


the Spectrum fanzine EPROM. 

Well done, Tony, and don't 
fritter your 2500 cash prize away, 
now — you could pay to have the 
broom cupboard redecorated. 

Aspecial second prize wentto d 
Fradley of Yeovil BAZ0 2PB for a 
model. 

Some ofthe 23 runners-up were 


Sea- | ZZAP! 64 readers (the same comp 


was run in Z2AP!, so they 
shoutldn't expect two prizes just 


because they're listed here too — 
anyway, ZAP! readers should be | 
honoured enough to have their 
names mentioned in CRASH. All 
these runners-up win pane on 
tha Streetwise label . 


Marcel vam Driel, 7208 EV Zutphen, 
Holland; Marcus Light, W Yasha BOTE BLA: 
Andrew Sandham, Aberdesnshi 
Bali Ensox OMS OEM; Loo 


| IME E - 
de Kok, 7907 GE Holland; tan 
West, Bucks MK18 2P Simon E Critohley. | 
re 3NN: bora darvis/Matthear 
Essex as E otihy | Es, 
CAIS 7DD: Kovih tan. Worcatr 18 2HZ; 
urston, 


and Stuart Th 









US Gold's super sleuthing comp 


| in Issue 43 brought in a milliard 


entries, and for those of you 
waiting on the edge of your seats 
wanting to know who stola my 


ge “buttered scone the answer is 
| Lloyd Mangram (not Skippy!. 


Nasty creature — it's the last time | 


fer | prune his roses! Anyway, the 


winner (who gets a Pink Panther 
video, Agatha Christie's novel 
Death On The Nile and the Issue 42 
Smash Killed Until Dead) is 


io. | JonathonLariof Wales CFG2DG. 


Four second prizes— a detective 
novel and Killed Until Dead each= 
o to James Yeo from 
edfordshire MKd44 1BL:; 





À redpgira Drive, oiii ci E“ 
Ee: MINION COMP 


Nicholas Young from Lancashire | 
OLI SEG; C Walker Smith from 
Derby, DE? 9LL,; and Gareth C 
Jones from Cardiff CF5 35W. 15 
more copies of Killed Until 
Dead go to; 


Tom Holstein, H BT ON À Wii TAA; Adam 


tg West Yorkshire LSã 4BY; Richard 
| Wal, Kent CT4 SOU; A P Goode, 


WHOOO0OPS! 


OK, so | made a mistake = and 


they | never let me forget it. Inthe | 


Ferguson adventure comp in Issue 
41, Question 4 should have been 
“Type i m Fordo's birthday — which 
game's that?" — as in Fordo from 






Ifyou want to send entries to more 


| ' than one CRASH competition in 


the same envel write 
MULTIPLE E Y on it clearly 
and send itto PO Box 10, Ludlow, 
Shropshire SY8 1DB. 

You are reminded, as if you need 
to be, that the editors' decision is 
final when it comes to picking the 


057. | winners and deciding the 


| CRL's Bored Of The Rings rather 


than Frodo who, as everyone but 
me knew, is thehero of Loro GuThe 
Rings. You dor't get much 
literature in the broom 
cupboard...., 


E entenino o 
Eca aaa 





| Correctness of answers to 
"questions set. Also, the exact 
number of winners and runners-up 
may be silighthy different from that 
announced in the competition 
(depending largely on the number 
and quality of entries), though 
prizes will be exactly as promised 
whenever possible, 
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WEAR A COVER ON 





YOUR CHEST! 








CRASH T-Shirts come up to 
| date with full colour CRASH 

covers by our very own Ol | 
Frey on the front-as wellas 
| the CRASH logo, Each cover 





| extremely 

grossly porky (XX Large). 
Just the perfect 
complement to your winter 
woollies or summer shorts in 
50% cotton and 50% || Ge 
| polyester. You better get'em | | gilnt 
| quick = they're a limited 
edition! 


CRASH T-SHIRT ORDER FORM 


Imustadmit, the cool super-hype of your advertising agency has 
made an impression on my gulhble consumerist tendencies. Igivein, 

| want one (or more) of the new CRASH fuli-colour cover T-Shirts. Ir 
fact Em so worked up about it all that I've enclosed a cheque/postal 
order made payable to NEWSFIELD LTD so's | can have what my 
heart desires . 

l've ticked the appropriate box(es), so please send me, at £5.50 


each: 

[| |RED MOON SHIRT MD] XXLT] 

TYEVIL EMPEROR SHIRT MO XX] 

[|] KING GRUB SHIRT M[] XXL[] 

Name 

RCICIPERROS (or so cer LE sc AL SaS e ea DAS itIo Rai drA LIRA SA Era L DEAD PAGE RE une pE MU an 
Postcode 

Total payment enclosed'£. ..... tem ordered. Please allow 28 


Prices include postage, packing days for delivery, although every 
andVAT for UK Mainland. Europe effort will ba made to send your 
andOÓverseas, please add E2 per goods before that period, 


PLEASE DEBIT MY VISA/ACCESS ACCOUNT £ 





Iwish to pay by Visa/Access (delete as applicable) 





Signature 
ENA aa rqDo: E O | 





CRASH T-SHIRT OFFER, PO BOX 20, 
LUDLOW, SHROPSHIRE, SY8 1DB. 


BE PART OF THE GLITTERATI 




































G GRUB SHIRT | 
vai alithis then? 
A nasty Grubby stain 


| on my Shirt — none 








— OO OO O 
4 ! 






ep | 

agia 
ay | warn you that 
anything | say 





.————— 
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SINCLAIR ET 


QUALITY APPROVED REPAIR CENTRE CRE 


ese HOW TO GET YOUR SPECTRUM REPAIRED FOR ONLY ÉS 95. | uau 
e] SPECIAL OFFER! WWW SPECIAL OFFER! E 


Winynor upar ade pour grdinary SCRÇÊrum ato Why not voqraoe wDur TM SpdCtrurm PO a diat 
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| a +» pOr acadi bior ut E Bt Tr dir for 


Pe tura Do nd Delano A 
À Normas retbmménded ntiai pre terna EE) ba H 
EAS 95 mepiar amp gented dy nciaiive price to Cover 

Mic 4 Es Ega 1! CDUTS inçiuceng reter 

ii ET SO ;e m Estuda 
ILap E 1 Cgi Fte or ra, 


ii pai Leto ! 
SUDpino dito Pere io 
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à EPP ReÉR à dia 3 















SAGA LO- -PROÍ ILE 
PROFESSIONAL KEYBOARD 


” RRP E3995 5 
cersoeos SALE PRICE ONLY EZO 


E PACKINO - OVERSEAS LIT TITE KEYBOARD 






















WHILE YOU 
WAIT SERVICE 














| ORDERS PLEASE ADD ceifa | 
CALL FOR APPOINTMENT Pas KING É INSURANCE) rei pd numa ralos 


di | 
o E E O O a Dluscisôcio) 


RUBBER MAT 



















































E6.50 
+ Whilêyou wait service including * Five top games worth E39,00 for you to Es | e 
computer spare parts over the counter enoy and play with every Spectrum repair 7 Piustisooão MM 
* Allcomputers fully overhauledand fully + Wereparcommodore 64's Vic 20s, > bboncibieta Es iss =. 
tested before return Commodore 165 and Plusa's extend your ports tor REPLACEMENT 
“+ Fuliy insured for the return journey + me nad todate test equiprnent a peripherais POWER SUPPLY 
* Fixed low priie oFEII 9S including post EveIoped by us to fully test and find all TU. (rm “Spect 
packingand vAT iNota between price Faults Within your computer E10,95 Pa a, Doar Eanciormar á 








= pDusés Sp hp 
of ready up to EF0.00 which some of our “ Keyboard Arstoidd: Spectrum rubberkeyv Ma - = 
competitors are quoting) boards only EB:95. 


Discounts For schools andcoleges * Smonth written guarantee on alirepairs 


dis BEST PRICES! |--— 


ARE YOU ANOTHER CUSTOMER - fed up 
waiting weeks for your estimate? 


Need your computer repaired fast? Then send it now to the Number One Repair 
Company in the UK. orcallinandsee usat our fully equipped 2,500 square foot workshop, 
with all the latest test equipment avaltabie.. You are more than welcome. | 
We will repair vour computer while vou walt and help vou with-any of your technical problems.) 

Commodore Computers repaired for only E55.00. Please note we gove you à 100% low fixed |otus pertare geaiabio JA Ler ATE Tere 
price Of £19.95 which includes return post and packing. VAT, nota between price like some E. Um e UEL DA E 
other Repair Companies offer. Me don'task vou to send a cheque in For the maximum amgunt and * 
Shock you with repair Bills ES0 upwards. Dont forget we are Amstrad aproved for quality amd 
ipeed. Gon trisk your computer tô any Gther unauthorised repaircentre. We dontijust repair the 
fault and sera your computer Back, we give your computer à; 


| OVERHAUL WITH EVERY REPAIR WE DO:- 


ed Sultabie for ai makes 
: la Of COMpUutar É9 95 
Dlustt50p Ep 














Eur SEE di Gran Eni MO REAR Ari | A pd SEU Keyboard 

WPRPTACO CORAGDIEPE Sutio M ! 

predador A Ed membranes 

Durga Ega! Lara aires a bo i ; 

cd on ETE SO renas à O ES.50 plus E150p km 
OsSCt acao qa tepacate cermE IO DE 












Spectrum Plus sparê | 
Révboardimembraneas 

E12.90d plus ErSOpap| 
Zé 81 membranes 
ES 00 plusELSODED 


ON-OFF SWITCHES 

































E We correct Colour, sound, Keyboard, Check the loading and saving chip, Put new feeton! VE | FOR THE SPECTRUM 
“the base if required, Check for fui memory. check all sockets including ear/mike and replace Commodore AND SPECTRUM + /) 
where needed, Ali-for an inclusive price Of É15.95 Including VAT, all parts, insurance and post replacement poser OADÉA No ay" 
and packing. No hidden extras whatsoever. We dont have to Doast too much about our rransformer 428.00 A 


106? SPECTRUM Pé 
1DE7A SPECTRUM + É. 
EA.95 + 1502 +» 


service as we have thousands of customers from all over the word nighhy dellghted with our péus Ei SORA p 
service A first class reputation for speed and aocuracy. Dorm't forget, we also now have a 


SENVIÇE Branch im Mare er City Centre For while you Walt Service. 


URGENT NOTICE Don't be misied by adverts snowing between prices a recent JOYSTICK WITH 
| complaint against a Manchester repair firm, Mancomp, was upheld by the Advertising | YOUR SPECTRUM + 2 £ 
Standards Authority on two counts, “lt had stated BBC repalrs between EtdandE4S | SINCLAIR INYSTICK ADAPTOR FOR 
then charged the customer BS." Their guarantee policy was misteading as itdld not 
make clear that all repairs were not covered. 



















CONNELTING SPECTRUM +& 
COMPUTERS TO MET JOTSTICAS 








THE VIDEO VAULT COMPUTER COMPANION 


Te dat dama a dE edi arc fon co te dr soldo e Ro cia o AM a e 
The VideoWault has just released the most up to date-and exciting catalogue ever produced, our team of experts have stoured 
the globe to find you all the latest software and add on's For your computer, all the latest In Joystick pechnotogy all Lhe top ar 
tested software tities alat great discounts to you. Anyone can appiy now just send 2 x 18p stamps to the Catalogue Dept, at the 
address below for your free Copy. Ne have alithe top Dranded itêms avallabie, delivery by retum post tour usual scandardi. AM 

aD0ds Carry Our guarantee Of satisfachon. Never has such a catalogue ever been produced before, including spare parts, ULA, 

membranes, power suppltes = all at discount Prices. 















POST + PACKINO | 
STOP PRESS!! BRAND NEW SPECTRUM PLUS COMPUTERS INCLU DING. CHARGES UK ONLY 


=), POWER SUPPLY, LEADS AND MANUAL JUST €59.95 + €1.50 p + p. OVERSEAS 
CHARGES PLEASE 
WRITE FOR 













140 High Street West, GIOSSOD, Derbyshire SK13 8H) ; 
Tel: 04574-66555/67761 Head office & access orders. queeries, fone 
Manchester 0b1- 236 0376 rio Ou wait ep CENTO oniy, 
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| CH Video lronts ts attackon the cental shelvas 
| imh the biggest release for October, Tap Gm, 
| starting Tom Cruise |Risky Business, Legend, 
The Color Of Money) as an ambitious young 
fighter pilot, training at fe US Navy's prestigroe 
Fighter Vieapons School Kelly MeGillis 
| (Witness also stars as the sthool's lecturer witli 
“ehom Cruise becomes romantically mvolved 
Top Gun was the most successtul video ever 
| mnenreteased inthe US late last year = but it was 
anocked offthe Number One slot by another CH 
release, Ferris Bueiders Day Ort Matthew 
Brodenick [Har Games, Lacyhanhol siars as a 
smoothHalking, attractive and intelligent 
tsenager living Meto the full, After comvincang his 
Dest friend, Cameron, that they must Gorro his 
lather's 1961 Ferrari, he sets of with friands to 
tour the -sights of downtown Chicago. Hs on the 
sheives now so dont miss it, 
| Onihesame labetand from the writers of Top 
| Guncomes Legal Eagles, featuring Robert 
Redford as an Assistant District Atioeney and 
Debra Winger as à competing lawyer — hoy 
combine thai tegal minds to solvea crime going 
“back 15 years. 
The last day of September secs 
Entertainment In Video « release of of the 






» Top Gun 














comedy/horror Fim House ll The old owner has 
mived out wise telow) but some poor fool 
tempted by the low price; no doubt] moves into 
take has place. Chris Walas (The Fly, Grermtis is 
responsible for the scary special effects, 





| atapress conference onSepternber 3, 





Fox pets ready for big business, too, with lhe 
hugely successhul Cracodite Dundee hiltimg the 
sheives im Qriaber, So much has been said about 
tis Australian wonder thal mary people have 
come avray disappomted after allthe hype = sbill 
dont miss it, And CBS Fox also has Pegey Sue 
Go! Mare qui for October — a sort of Back To 
The Futuro for 'prown-ups', starring Kathleen 
Tumer (Prizais oncur Jewel Ir The Niejin the 
titie role, 

On Cetober 12 Nobody's Fosl fam 


- Remcomers Sony Video Software, reachesthe 


shops. Roganna Arquetto |Desperate!y Secking 
usar, Alter Hours) plays the part of Cassie, tom 
betwgen the lover Dt her chequered past [whom 
che sabbed in a restaurant) and her present 
attracton to Riley |piaved by Erié Roberts from 
Hunatar Train 

Look out at the end sfQcinber lor GIL Video s 
retnase The Hhonpes Boys Two younpsters, Jake 

nu Barney, go to fishing schod! ta help-a 

beatinul Palm Beachheiress gam her inheritançe 
and marry the pertect gentlenen With the duller 
months coming on df looks lime there's a lot of 
Eoggle-Dox matching coming up to aleviate those 
escming new autumn TV schedules. Me litry and 
TEVIEIN OS Many ds me Can, 


AT LONG LAST 
SINCLAIR 


| ONSEPTEMBER 1 Sir Úlive Sinclair's 
" hong-awalted new kneetop computer, 
| the Z88, was put on sale in the high- 


street chain stores Comet and Dixors. 
H retails for £287.50 (batteries not 
included! 

“The 288 is a fraction of the cost of 


| itscompetitors, yet tis the most 


advanced and pomwertul portable 
computer on the market, said Sir Clive 








Peggy Sue Got Married 












irst expected in the New Year. 

The tmy 288, with keyboard and 
screen together only the size of CRASH, 
comes with Built-in sottiware which 
includes word-processing and 
spreadsheet functions, a calculator 
program, a diarv, a database, a 
calendar, a clock and [wait for it) BBC 
BASIC and assembler 

Production has started in Scotland 
by SCI UK, part of the American SC] 
corporation — the world's largest 


subcontractor in computer 
manufacturing, according to Sinclair 


WOT NO 
SEARING? 
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- Keep on wmagglin': i 
Konix competition winner 
Maris Geert in Brussets 


RIDDLE OF 
BOFFINS' WAG BID 
TRAGEDY 


INashockmove that left thousands of 
European wapeting enthusiasts shaking 
all over, joystick manufacturer Konix 
last night announced the colapse ofits 
record-breaking Speed King after 
17,604, 000 wageles, Our Waggling 
Editor writes. 

À shaken spokesman described the 
tragedy, which took place in front of 
20,000 horrified holidaymakers (well, 
ore or two bored functionaries-al 
Konix's Welsh plant). It just started 
missing the odd click, said Michael 
Baxter, nothing particularty 
| phenomenal. 

But there were smiles through the 
“tears for Belgian waggler Maris Geert, 
who won £100n a competition to 
guess the joystick's endurance. Geert's 
estimate of 643 hours was off by only 
nine-hours — the Speed King actualh 
lasted 652 hours (more than 27 days), 
at 450 wageles per minute. 

Said Geert: | had heard how durable 
the Speed King is, and so | worked out 
how long decent Joysticks should last 
when playing Daley Thompson's 
Decathlon, doubled it — et volla” 

Guesses at the joystick's magaling 
life had ranged from 14 minutes 
(beligvable of some products? to eight 
years; both people who submitted 
those extreme estimates have been 
remarded with Speed Kings, joining 
some half million happy Konix wagglers 
woridwide. 

The company will release a £12,95 
autofire Speed King at The FLW Show, 
and it's plaming a beautiful new 
concept in ioysticks, to be launched in 
the New Tear. Added a highly-placed 
source, "We are confident that Ed — is 
this plug for Konix long enough? 
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| | Number Qne in an occasional 


series: THE SPONGE 


The gasponge Around greensponge sent tous 
Arts. 


by irom | 

Fina. We threw it around for a while, Roger stuck 
E to bes computer and equeszed it occasmanally, 
and Recky used é to mop his Bro in the 
awelterna heat, Pah! 

After much deliberation me decided it smelt 
Nike a Heathrow departure lounge carpet, BUT 
serioushy, viewers, after a bit of investigativo 
journalism ER AI discovered that É was a Net 
Ball - an American Invention, 

You're supposed to have hundreds in the office 
and whenever a Nert Break is called for, 
everybody turns Ga-ga and bungs them around 


| supposedhy “to relieve pent up tensor, 
Untortunately, with only one Nert Ball, Men breaks | 


atentas joly as they should pe. 
(That's enert Mest Balls “Ed Dir) 


BUBBLE BABBLE TOY 


| TROUBLE 
| Competition ahoy! Pictured-above are Ben and 


Ricky outside in tie park playing with some cd 
contrapton known às the Incredibubbla from 
MHI Toys. The long pole Bens sticking into the 


| bubble misture houses at its end a loop of what 


looks ke Enicker elastic. Pull back the tube on 


| the pole, the loop opens and, hey presto! when 


held to-the wind, it forms and releases a piganho 
DubDie.., 

Untostunately the contraption coutd onhy ba 
made to blow one measly bubble, and after 
spending an hour o more playing about with il we 
thoughá it had better be put to some use — 50 
haras Wee comp. 

We're not going to give away a recaleitrant 
bubble-maker, but you can win some CRASH 
bubble bathand a CRASH T-shirt (see page 143): 
send a capiion for ths absurdly odd photo to 
BUBOLES IN THE BATH, CRASH, PO Box 10 
Ludiom, Shropshire STE JB to arrve no later 
than 25 September, Oh Um foraver blowing 


| Bubbles... 


FIRE TRALE 
E a | E MI NE p= 
' | 


a Led nego rrdé Pat Mills. Published 
The combination of nisi cartoonst Hum 
Emerson and role-paying wnter and onetime 
2000 ADeditor Pat Mais bring a wicked sense of 
political humour to this first ever comic-sinp 
adventure book. You get a chançe to become 

















“e The Neri Ball hoká ready for a spot 
of nerfing (note expensive 
mánicure done at Ludlow Beauty 
Emporlum) 


Db lts Ben and Ricky... butcan you think of à caption? The sillier the better 


North Finchley's greatest heroine, bullying, 
caoting and [hardly ever) guding Britain iheough 


crises of enormity nhtst never losing sightotthe | 


real goal — pour political career, 
somewhere in spirt between Private Eye 
meets Dungeons and Dragons and 
takes on Judge Dredd, Fou Ara Maggie Th 
5a núvel experênce for the politicaliy lb ir 
player with an eye or Parliament. |'5 gut on 30 
Fen but be marmed; some of tha humour may 


ROGER KEAN 





a Dle-PLarig” GiMe 
Hut eIvES O) PAL mL: 


sv | 


ET AL's 
LITERATURE 
COLUMN 


The World's Best Computer Jokes 
by Rex Malik. Published by Angus 
& Robertson at £1.95 
Having picked up The Wont's Best Computer 
dores! imagined | was im for anaftermoon tittenng 
and spluttermna mosintuls ol-coliee aver the 
spectrum ab the turn of a page. But it mas not to 
be, | cart help thinking thiat this book is the bind 
of thing Amstrad would slim in with Ehelr PC 
systems as a complement [d not a compliment) 
to the manual. Most jokes are what | mould term 
schoolboy humour for business executives after 
a hard day on their IBM mainframes. 

Written joxes are along the lines of "My 
computer is userriendh, But not over 
familiar...  andcartoons area lhe middie-aged 


| man sis at home computer and on the screen 
| | appears, Get rid ofthe wie vein, 


Me Worid's Best Computer Joges maybe a | 
nice stocking fiber tor Uncis Harry al Chestrasin 
exchange for the orange Pronts three sizes fo 
big he pave you last year, but don't expect any 
decent guifaws or any mention of the Spectrum 

either, RICKY EDDY 


SPECTRUM 


Tr 


Ocean Software Limite 
entral Street - Manchester » M2 5NS : Tel 061832 6633 - Tele 














“The Home Computer Version of the Atari Coin-Dp Masterpiece | 





” 


E j” , ú 
” Me ” >: 
- ae: 
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E | 
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Pick up your triby and trusty bullwhip and don the mantle of the legendary Indiana 
Jones! Prepare yourself for your most dangerous adventure yet = to storm tie evil 
Temple-of Doom and rescue the Imprisoned children and the magical stones of Sankara 


Bewere the foas and hazards that block your way. à 
The Thuggee guards will fight to the finish and Pa. Al 
pólsonous cobra snakes will rise up in front of you, 
You will traverse perilous ledges, ride underground | 
railways, and cross the bottomiess flery pitin | 


pursuit Of your quest 


You will call on ali your reserves of courage, strength e Â M E S 
and skill. Push yourself to the limit, ride your huck 
and the magical stones may just be yours! 


ETTA RC ECERAÇES 
AMSTRAD CASSETTE ES 39 DISK E 14.98 


SPECTRUM 48K cs: 8.99 
Sereens from Arcade Version à ATARI 81 ns E 19. NF, 
4 
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